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PSYGNOSIS 

FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Telephone: 031-236 8818 


OBLITERATOR — £24.95 


OBLITERATOR 


You are Drak the Last of the 
Obliterators, a genetically enhanced 
and awesome fighting machine, bio¬ 
engineered for the execution of 
incredible tasks, the ultimate solution 
to the most cataclysmic of 
predicaments. 

In the voids of Federation space an 
alien cruiser has materialised. It is a 
ship of sinister and foreboding power. 
Federation defences have been 
smashed. Earth lies exposed, there is 
only one hope and you are it! 

Summoned by the Federation council, 
your assignment is to use a prototype 
matter transporter to infiltrate the alien 
cruiser. Armed with a particle beam 
disrupter, lasers and whatever the alien 
habitat can provide, you must cripple 
the alien vessel thus enabling its 
destruction. 


Other Psygnosis Titles 
Terrorpods — £24.95 

Barbarian — £24.95 

Deep Space — £24.95 

Arena — £24.95 

Brataccas — £24.95 

Arena/Brataccas — £29.95 


All available for512K 
Colour, Atari ST, 
Commodore Amiga. 
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JHE AMIGA DIMENSION! 


THE SWEET TASTE OF SUCCESS 


D evelopers, particularly of software, 
frequently complain bitterly of lack 
of support from computer manu¬ 
facturers. They often seem to be sug¬ 
gesting that somehow the manufacturer 
is neglecting his duty to make their life 
easy - or at least easier. Discontented, 
even mournful, is perhaps the best de¬ 
scription of the expression generally 
found on a developer’s face. It is the 
computer manufacturer who for some 
clearly malign reason has set out to 
destroy ages of work by deliberately 
changing the specification of his own 
computer! So 2.0 becomes 2.1 and 2.3 
and 2.4 are promised immediately . . . 
Computer manufacturers, on the other 
hand, sometimes appear to take the view 
that the developers have freely chosen to 
enter the market and whether they are 
successful has nothing to do with the 
people who create and shift the boxes. 


Commodore, like any other computer 
manufacturer you care to name, has 
often been accused of, and probably 
occasionally been guilty of, this some 
shot cavalier attitude. Of course, both 
developer and manufacturer need each 
other and if there is one thing that gets in 
the way of the sucess of a computer, it is 
a public perception of a lack of things to 
go with it. The Amiga suffered at the 
beginning from this perception; and no 
matter how hard anyone protested those 
who were ignorant or even malicious 
kept saying that maybe the Amiga was a 
good machine but there was nothing to 
run on it ... It was not until we started 
publishing the list of available products 
that this perception began to change. 

The success of the Amiga, from the 
flood of products now occurring, and the 
clear realisation among a growing public 
that the Amiga is here to stay, shows that 


the developers are beginning to get to 
grips with it and the Amiga users are 
getting what they want. However, most 
non-game products still come from the 
U.S. It is pleasant therefore to report that 
Commodore and non-U.S. developers 
recently got together to work out how to 
collaborate to both their own and the 
Amiga user’s advantage. The meeting 
took place in the U.K. where one of the 
very positive moves was the decision to 
form CATS - Commodore Amiga Tech¬ 
nical Support. Developers registering 
with CATS will be able to contribute to 
and receive back-up from an eventual 
worldwide CATS network. This is the kind 
of good idea that always makes one ask 
why no-one thought of it before. 

Perhaps the answer is that as success 
comes, as it is now beginning to arrive for 
the Amiga and many connected with it, 
there is both more to gain and more to 


lose - a good reason for the spirit of 
collaboration noticable at the recent 
meeting to produce some positive results 
for everybody. 

So, if you happen to meet a non-U.S 
software developer and surprisingly he is 
not looking quite so self-pityingly mourn¬ 
ful or see a CBM person with a specially 
virtuous expression, you may well be 
seeing something of the truth of the 
slogan "Only the Amiga Makes it Possi¬ 
ble" — or at least the agreeably hearten¬ 
ing effect of the computer’s growing 
success. 


Antony Jacobson 
Managing Editor & Publisher 
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ATARI ST PC COMPATIBLES CPC AMIGA 


MICRONET. 


BBC SPECTRUM COMMODORE 64 PCW 


THE MAGAZINE THAT 
KEEPS YOU IN TOUCH. 






COMMUNICATION, INFORMATION, 
CHATLINES,ELECTRONIC MAIL ... 
SOMETHING IS ALWAYS POPPING UR 

Micronet’s original and exciting magazines cover the Atari ST, PC 
compatibles, Amiga, BBC, Spectrum, CPC, Commodore 64 and 
PCW. And it’s a communications network with 150,000 electronic 
mail contacts, telexing worldwide to 2 million terminals, chatlines, 
teleconferencing... all available on your screen 24 hours a day, 365 
days a year. Micronet is truly interactive! Just complete the 
coupon and pop it in the post today, or contact our Sales Desk on 
01-837-7872 and we’ll put you in touch with the world. 

If you already have a modem and computer software, dial 
021-618-1111, password 4444 ID 4444444444 for a free 
demonstration. 

The first Interactive magazine for your micro. 

TELEMAP GROUP LTD 


I I AM VERY INTERESTED IN 
• MICRONET, PLEASE SEND ME FULL 

DETAILS. FREE MODEM WITH FIRST YEAR’S SUBSCRIPTION, 
WHILST STOCKS LAST. THIS OFFER APPLIES TO UK ONLY. 


NAME_ 

I ADDRESS. 


(COUPON TO BE COMPLETED BY PARENT OR GUARDIAN IF UNDER 18) 

TEL NO. 




TELEMAP CROUP LTD DURRANT HOUSE 
8JHERBAL HILL LONDON EC1R5EJ 




MACHINE TYPE. 

AMIGA/MN/688 


MICRONET 
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Meggido 

Magic 

Meggido Enterprises are cur¬ 
rently promoting three new 
Amiga releases; The compu¬ 
ter black book, Recipe-Fax 
and Nutri-Fax. The computer 
black book is described as 
“The phone directory of the 
future”. It is a means of storing 
all your names and addres¬ 
ses, at home or the office. 
These can be listed and 
printed out on labels etc., or 
spoken by the Amiga. It can 
also do all your dialling for 
you, catering for both tone and 
pulse telephones. Another 
useful feature is the provision 
of multiple user files to enable 
home, business, club addres¬ 
ses etc to be kept separate. 
Recipe-FAX is a program de¬ 
signed to help anyone who 
ever cooks from recipes 
but.. finds that the quantities 
quoted are often for a different 


number of people. Doubling 
up or halving the ingredients is 
not too difficult but when the 
book says 6 portions and you 
need 7 then things can start to 
get complicated! Recipe-Fax 
will convert up or down, allow¬ 
ing ingredient measurements 
to be entered in decimal or 
fractional format. Recipes may 
be typed in from a book etc. or 
chosen from the 100 Meggido 
have included. Once you are 
happy with your conversion it 
may be printedoutor saved for 
future baking days. Nutri-FAX 
will give you information on 
the nutrition provided by a 
recipe. These can be typed in 
or from a Recipe-FAX file. 
Data for 13 popular nutrients 
is givqn. These, again, can be 
saved and/or printed out. 
PRICES: The Computer Black 
Book - $35.95. Recipe-FAX - 
$49.95. Nutri-FAX $139.95. 
CONTACT: David Ruf, Meggi¬ 
do Enterprises, PO Box 3020- 
191, Riverside, CA 92519. 


The Coming of Armageddon 


Soon to be released by Mar- 
tech on all major 16 bit formats 
is The Armageddon Man. Set 
in the year 2032 AD, it seeks 
to marry the entertainment of 
computer action with tactics 
and mental energies, more is 
keeping with a game of chess. 
In this time there exists six¬ 
teen superpower nations, 
each with enough Nuclear 
arms to trigger the ultimate 
destruction - Armageddon. 
They have combined to form a 
desperate alliance, the UNN 
(United Nuclear Nations) and 
built up an enormous network 
of spy and laser defense satel¬ 
lites which effectively control 
the rest of the world. Controll¬ 
ing the network, via a giant 
satellite, you are the 
Armageddon Man. Your task 
is to reduce the chances of 
war between enemy countries 
by maintaining an equal ba¬ 
lance of power and resources. 
Should you fail in your mission 
then it is up to you to at least 
act to keep civilian casualties 
to a minimum. Politics play a 
large part in the saving of the 
Earth and winning the confi¬ 
dence of each of the sixteen 
leaders of the superpowers is 
essential. It comes complete 
with a colour vinyl map of the 


world (2032 AD style) and 
re-usable vinyl flags to assist 
you in monitoring changes in 
the alliances between the su¬ 
perpowers. 

PRICE: £19.99. 

CONTACT: Martech, Martech 
House, Bay Terrace, Peven- 
sey Bay, East Sussex, BN24 
6EE. 


20 Meg 

Removable 

Drive 

The Bernoulli infinite memory 
5.25" removable drive is now 
available in Europe. It has 
been designed to interface to 
all Amigas (internally on the 
2000 and via an external card 
cage on the 500 and 1000). It 
utilises 20Mb removable car¬ 
tridges as storage media. 
Each cartridge can be format¬ 
ted for Amiga-DOS or MS- 
DOS (when used with the XT- 
Bridgeboard) or a mixture of 
both. Although the initial cost 
is higher than Kodak’s 10Mb 
floppy drive and the rigid disk 
Winchester type drives, be¬ 
cause you can add as many 
20Mb cartridges as you wish, 


Deluxe 

Productions 

Electronic Arts have 
announced the release of De¬ 
luxe Productions, an aid to 
professional quality, high re¬ 
solution video presentations. It 
allows Amiga users to com¬ 
bine high resolution graphics 
with computer animation for 
business and educational pro¬ 
ductions, live television broad¬ 
casts and video demon- 
strtaions. Stewart Bonn, Vice 
president of Electronic Arts 
Creativity Divisions, explained 
“Deluxe Productions puts us¬ 
ers in control of any video 
production by providing a 
sophisticated storyboard de¬ 
sign concept. The program 
allows directors to create up to 
12 scenes per production, 
each containing up to 5 clips. 
Each clip contains one ani¬ 
mated object.” It also features 
the ability to work in overscan 
and chain productions 
together to create long or 
looped presentations. Play 
capabilities include pause, for¬ 
ward and backward functions. 
Other useful facilities are; dou¬ 
ble buffered animation, a 
palette of 4096 separate col¬ 
ours, a selection of over 40 
wipes and broadcast quality 
fonts for titling work. Deluxe 


Productions comes complete 
with three free art disks, con¬ 
taining high resolution back¬ 
ground objects and three sets 
of fonts for creating custom 
titles. The program may be 
used on any model of Amiga 
with 1 Megabyte of RAM. 
PRICE: $199.95. 

CONTACT: Electronic Arts. 


Photosynthesis 

Image processing on the 
Amiga continues to attract 
quality software and the latest 
addition to the field is Photo¬ 
synthesis from Escape Sequ¬ 
ence Inc., of New York. The 
program has been developed 
with the scientific, medical, 
educational and video indus¬ 
tries in mind. Interaction is 
with the mouse but there is 
also the added advantage of a 
script interpreter for profes¬ 
sionals wanting to tailor output 
to their own needs. Photosyn¬ 
thesis runs on all Amiga 
models with at least one Meg¬ 
abyte of memory and twin 
drives. Its memory manage¬ 
ment technique allows for 
320 x 200 images resident at 
the same time. 

PRICE: $149.95 
CONTACT: Escape Sequence, 
P.O. Box 1101, Troy, NY 
12180, USA. (518) 274 1547. 



this system can work out very 
economical. With cartridges 
costing only £50 each, the 
price per Megabyte works out 
far lower than any other read/ 
write mass storage device. 
The removable drive also has 
a fast access time, the aver¬ 
age being 10 ms. Users who 
need to store large amounts of 
data, such as digital video and 
digital audio will appreciate 


the ease of management the 
use of 20Mb slices can pro¬ 
vide. Cartridges have the 
added bonus of being easily 
transportable and can even be 
posted. 

PRICES: Drive-£1695, 20Mb 
cartridges £50. 

CONTACT: Burocare Compu¬ 
ter Systems, 211 Kenton 
Road, Harrow, Middx HA3 
0HD. (01) 907 0027. 
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Group 68 

This month we have heard 
about a new U.K. user group 
which is exclusively for users 
of 68000 based micros. It is a 
branch of the West Midland 
Amstrad User Group. The club 
secretary, Stuart Williams told 
us that the need for such a 
branch arose when an in¬ 
creasing number of their ex¬ 
isting members made the 
change from the Amstrad to a 
68000 based machine. Club 
facilities and activities include 
programming and specialist 
classes (i.e. Comms, CP/M, 
MSDOS etc) plus free insur¬ 
ance, club library and subsi¬ 
dised outings to computer 
shows. Stuart is particularly 
keen to build up a PD domain 
software library for free use by 
members. New members are 
very welcome, although at the 
moment membership is li¬ 
mited to those who can attend 
the weekly meetings in Wal¬ 
sall. The cost is £4.50 per term 
(£2.50 for under 16 years of 
age), fully inclusive. Meetings 
are held at the Blue Coat 
Comprehensive School, Birm¬ 
ingham Street, off Springhill 
Road, Walsall, West Mid¬ 
lands, every Thursday be¬ 
tween 7pm and 10pm. Alter¬ 
natively, you can contact 
Stuart Williams at 26 Matlock 
Road, Lower Farm Estate, 
Bloxwich, Walsall, West Mid¬ 
lands, WS3 3QD. 


RPS Clean 
Up 

A new range of cleaning kits 
has recently appeared on the 
market from one of the leading 
computer media specialists, 
RPS. For 3.5" and 5.25" disk 
drives there are head cleaners 
comprising a proprietary 
cleaning diskette and fifteen 
sachets each containing a me¬ 
asured amount of cleaning 
fluid. A sachet of fluid is ap¬ 
plied to the cleaning diskette 
before inserting it into the 
drive for 60 seconds. RPS say 
that regular cleaning in this 
way eliminates all trace of 
dust, cigarette smoke and ox¬ 
ide particles from the surface 
of the disk itself and should 
reduce errors in reading and 
writing. 


Swedish 

Safe 

Screens 

The Swedish electronics com¬ 
pany, Ericsson, are taking the 
reputed health risks involved 
in computer operating, very 
seriously. They have pro¬ 
duced a VDU screen which 
gives off a much smaller than 
average electromagnetic field. 
Although the link between 
VDU screens and a high inci¬ 
dence of leukaemia, miscar¬ 
riages, sterility and other ill 
effects has not actually been 
proven, many users in 
Sweden have obviously de¬ 
cided that it is better to be safe 
than sorry - Ericsson have 
captured 80% of the Swedish 
home VDU market. The EMF 
produced by a normal VDU 
screen is ‘compensated’ or 
cancelled out by the new sys¬ 
tem. This is done using a 
second electrical field running 
in the opposite direction. 
There is also a smaller 
amount of electrostatic radia¬ 
tion as the screens are more 
conductive. One drawback to 
this method of controlling the 
potentially harmful emissions 
is that it adds about 30% to 
the cost of the VDU screen. 
This does not, however, seem 
to be worrying the Swedes. 


For cleaning screens and 
plastic surfaces of peripherals 
RPS have produced two new 
products; The first is a kit 
made up of eight twin ‘wet and 
dry’ sachets containing cotton 
wipes. The wet tissue is 
soaked in a cleaning lotion 
that asepticises the treated 
surface and deposits an anti¬ 
static film which restores the 
shine but eliminates dust 
attraction. The dry tissue is 
used to absorb any excess 
moisture and remove the dirt 
in solution. The other is a 
non-drip, non-splash cleaning 
foam for larger items of hard¬ 
ware. It gives an anti-steam 
and anti-static treatment whilst 
dissolving dirt and grime, 
allowing it to be easily wiped 
away. 

CONTACT: RPS, High Street, 
Houghton Regis, Beds LU5 
5QL (0582) 867222. 


Paragon 
Time Lords 

Paragon Software have pro¬ 
duced a new futuristic role- 
playing game; Alien Fires - 
2199 A.D. You assume the 
role of a mythical traveller who 
transcends the barriers of 
time. As a novice Time Lord 
your mission is to find the 
scientist who has created an 
awesome time machine and 
then mysteriously dis¬ 
appeared. To prove yourself 
worthy of the recognition of 


Amiga 

Conversions 

Among the conversions to be 
issued later this year by 
Hewson are: NEBULUS — 
Pogo and his submarine land 
at the base of the towers 
which keep mysteriously app¬ 
earing on the sea floor. His 
task is to reach the top and 
detonate the destruction 
sequence. ZYNAPS — A 
shoot-em-up set in an alien 
infested planetary system. 
EXOLON — The heavily armed 
humanoid blasts, battles, 
bounds and blunders his way 
through the game. Hewson 
have also scheduled the rel¬ 
ease of two new Amiga games 
for the Autumn: ROADSTAR 
XRi — A 3D racing shoot-em- 
up and ANGEL OF DEATH - 
A cross between an adventure 
and a mystic shoot-em-up. 
CONTACT: Hewson, Hewson 


the Time Lord Elders you have 
to destroy the machine. Your 
character’s strengths and 
weaknesses may be custom 
designed, determining attri¬ 
butes, in Alien Fires - 2199 
A.D. reportedly features digi¬ 
tised rock music. Smooth 
scrolling 3D colour graphics 
and speech synthesis. It will 
be distributed by Electronic 
Arts. 

PRICE: $39.95. 

CONTACT: Electronic Arts, 
1820 Gateway Drive, San 
Mateo, CA 94404 EA 177. 


Citizen 

Colour 

Citizen’s new HQP40 has just 
been launched onto the UK 
market. It is a 24-pin, 80 
column, dot matrix printer. A 
seven-colour kit is available 
as an optional extra and Citizen 
also offer a range of font 
cartridges which simply plug 
in. Three modes of printing 
are available on the HQP40; 
Draft (200 cps), Correspon¬ 
dence (132 cps) and Near 
letter quality (66 cps). As a 
result of the launch of the 
HQP40, Citizen have cut the 
cost of their 136 column 
HQP45 from £795 to £599. 
PRICE: £499, Colour Kit: £50 
CONTACT: Citizen Europe 
(0895) 72621. 


House, 56b Milton Park, Milton, 
Abingdon, Oxon OX14 4RX 
(0235) 832939. 
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THE AMIGA CENTRE 


77/79 Rochester Row. London SW1 


01-931 7161 


Selected items: 


Abacus 

— Textpro 

£49.00 


Data Retrieve 

£49.00 

Accolade 

— Graphics Studio 

£49.00 

Aegis 

— Sonix 

£59.00 

Maxi soft 

— Maxiplan 500 

£115.00 

Microll 1 

— Photon Paint 

£79.00 

Zuma 

— The Director 

£45.00 

New Tech 

— DG Paint 

£46.00 

New Horizon 

— Prowrite v.2 

£99.00 

Micromagic 

— Forms in flight 

£63.00 

Aegis 

— Ports of call 

£39.00 

Microsearch 

— Headcoach 

£39.00 

Psygnosis 

— Obliterator 

£24.00 

Sublogic 

— Jet 

£39.00 

All prices include VAT. Add £2.00 for postage 


UK/Europe. 


Monday-Saturday 10.00 am/6.00 pm 
Access/Visa/Eurocheques accepted 

Postage & Packing (UK, Europe) add £2 
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Laser 

Quality Ink¬ 
Jet 

The latest ink-jet printer from 
Hewlett-Packard will soon be 
available - the HP DeskJet. It 
is aimed towards users of dot 
matrix printers who may have 
considered upgrading to a las¬ 
er printer but are put off by the 
cost. Hewlett-Packard claim 
that the HP DeskJet produces 
laser quality print on ordinary 
plain paper, which is fed in 
through an automatic cut- 
sheet feeder. Envelopes can 
also be fed in via a manual 
envelope feeder. Like a laser 
printer, the HP DeskJet pro¬ 
duces 300 dpi and will re¬ 


portedly print up to two pages 
per minute in letter-quality 
mode and three pages per 
minute in draft. It comes with 
Courier, Courier Bold and 
Courier Compressed come as 
standard and extra fonts may 
be added. The HP DeskJet 
comes with Centronics and 
RS232C ports as standard. 
Hewlett-Packard’s PCL printer 
language is supported, mak¬ 
ing it compatible with other 
software applications sup¬ 
ported by the HP LaserJet 
printers. 

PRICE: Expected to be under 
£900.00. 

CONTACT: Burocare Compu¬ 
ter Systems, 211 Kenton 
Road, Kenton, Harrow, Mid¬ 
dlesex HA3. 01-907 3636. 


Unprotected 

Creativity 

Electronics Arts have 
announced the removal of the 
copy protection from all their 
“Creativity” titles. In the future, 
all new titles in this range will 
be issued unprotected. In 
addition, all existing Deluxe 
products (including Deluxe 
Paint II, Deluxe Music Con¬ 
struction Set, DeluxeVideo 1.2 
and DeluxePrint) will be sold 
without copy protection. This 
follows their decision, last 
year, to release protection- 
free IBM/Tandy compatible 
software. Tim Mott, Electronic 
Arts Senior Vice President of 
U.S. Publishing, commented 
that “Customers in the market 
for creativity titles generally 
look for products with more 
features, quality results and 
convenient use. The removal 
of copy protection from our 
creativity titles will provide 
customers with all three be¬ 
nefits.” He also noted that it 
would alleviate the problem of 
users misplacing or accidently 
destroying precious key disks. 
“It will also allow users who 
are serious about w^ they are 
creating to store the software 
on a hard disk or make as 
many backups as they need,” 
he added. Should you purch¬ 
ase an existing copy¬ 
protected Deluxe product, 
Electronic Arts tell us that they 
will replace the program free 


B.T. 

Network 

Nine 

British Telecom have just ex¬ 
panded their “Network Nine” 
service with a new centre in 
mid-Wales. This centre will 
join their others in providing 
information technology facili¬ 
ties for the travelling business¬ 
man, small firm etc. who may 
only need them for a short 
time. This could be on a one- 
off basis or a regular booking. 
The hirer will have at his dis¬ 
posal an office plus a whole 
range of computer and tele¬ 
phone links, including pocket 
telephone, for a minimum 
period of one hour. There are 
currently centres situated in 
Thames Valley, Aberdeen and 
London. 


Compiler 

companion 

Lattice have introduced a 
Companion to their Compiler. 
It comprises ten utilities des¬ 
igned to enhance the produc¬ 
tivity of Amiga programmers 
using BASIC, MODULA-2, 
FORTRAN, PASCAL and 
ASSEMBLER as well as C. It 
is intended to replace the 
CXREF, LMK and Text Man¬ 
agement utilities offered sep¬ 
arately by Lattice in the past. 
Since they have been re¬ 
compiled using Lattice’s Am- 
igaDOS C compiler Version 
4.0 they require less memory 
and execute much faster than 
before. Instructions for all the 
programs have been brought 
together in one new manual. 
The price represents a consid¬ 
erable saving over the cost of 
the utilities bought individ¬ 
ually. 

PRICE: $99.00 

CONTACT: Lattice Inc., 2500 
South Highland Avenue, Lom¬ 
bard, IL 60148. Tel: (312) 
916-1600. 


of charge within 90 days of 
purchase (proof of purchase is 
required). Thereafter, a stan¬ 
dard charge of $7.50 applies. 
Those of you who have taken 
advantage of their backup 
offer ($20 for an unprotected 
backup copy) or their upgrade 
offer ($57 for an uprotected 
upgrade) will receive their 
order plus a $20 gift certificate 
towards the purchase of 
selected creativity titles direct 
through Electronics Arts. 
CONTACT: Electronic Arts, 
1820 Gateway Drive, San 
Mateo, CA 94404 EA 183 
(415) 571-7171 x379. 


Free 

terminals 

Chris Curry, the founder of 
Acorn Computers, is planning 
a new service in the U.K. 
which will work in a similar 
way to the French Teletel sys¬ 
tem. The French Government 
started issuing free computer 
terminals instead of the usual 
telephone directories. As a re¬ 
sult the Teletel service now 
has an enormous user base. 
Chris Curry is hoping that a 
similar scheme could be run in 
Great Britain, although 
whether the service would 
take off to the same extent 
without the on-line telephone 
directory offered in France is 
doubtful. However, it must 
surely only be a matter of time 
before the major UK tele¬ 
phone company, British Tele¬ 
com, decide that the on-line 
directory is the most sensible 
system for a country as tech¬ 
nologically up to date as Great 
Britain. 


Real-Time 

Digitiser 

The VDAmiga VD3 is a real¬ 
time digitiser that allows the 
user to take input from any 
video source and convert it 
into a format capable of being 
manipulated by the Amiga. 
Digisting is done in real time 
i.e. Vsoth of a second. The 
picture is stored in the VDAmi- 
ga’s memory and then trans¬ 
ferred to the Amiga via the 
printer port. The screen can 
be updated at up to 10 frames 


per second, depending on the 
resolution used. A complete 
PAL picture can be read by 
the VDAmiga. Also available 
is the VDAmiga VD3 + colour 
digitiser which allows full 4096 
colour digitising from any col¬ 
our video source, including 
video tape. 

PRICES: VD3 - £550 + VAT, 
VD3 + COLOUR - £795 + 
VAT. 

CONTACT: BC Marketing, 
211 Kenton Road, Harrow, 
Middx HA3 0HD. (01) 907 
3636. 
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mage not quite right? 

Everyone, at one time or 
another, has come across a car 
that is too short, a tree in the 
wrong place, or a sky that's too 
grey. Now, with Microillusions’ 
Photon Paint, a new, high-tech 
paint program for micro¬ 
computers, these adjustments 
can be made at home. A scanned 
photograph, or an original 
image created on the screen of 
your micro, can be altered to 
your exact specifications. Your 
'doctored’ or new image can then 
be printed out onto paper, 
transparencies, or even onto 
Polaroid film. 

Photon Paint does this 
through a combination of 
features from a 32 colour paint 
program and a HAM paint 
program, with features which 
were previously unique to the 
most sophisticated, high end 
graphics systems. 


1 1 Sophisticated brush oper¬ 
ation including twisting, 
adjustable transparency and 
mouse operated perspective 
tilting. 

■ Rotating and resizing. 

■ Wrapping of brushes onto 
3-D objects; ie. balls, cones, 
cubes and free-hand drawn 
shapes. 

■ Luminance - light sources 
from a user-defined direction 
and intensity. 

Watch out for Photon 
Paint in early June! 


Available on Amiga £69.99. 


Mail Order: Activision (UK) Ltd., Units 3 & 4 Lloyds Close, 
Finedon Road Industrial Estate, Wellingborough, Northampton NN8 4SR 
Tel: (0933) 76768. 

Marketed and Distributed by 


































Byte By Byte 


A 


Byte by Byte’s Sculpt 3D has been 
responsible for many of the 
incredible graphic demos that are 
still regarded as the most stunning 
examples of what can be 
accomplished by the Amiga. John 
Walker checks out an extraordinary 
Sculpt 3D add-on 


M any Amiga users will be 
familiar by now with those 
definitive graphic demon¬ 
strations, Erica Graham’s Juggler 
and Boing Machine and Kenneth 
Offer’s Kahnankas (or Newton’s 
Cradle, as some of us know it). 
What they show is not only the 
Amiga’s power but the capabili¬ 
ties of ray-tracing programs to 
create spectacular effects. 

The three animations surprise 
by their solidity and reality - due 
in part of refelctions revealed in 
shiny surfaces: the checkered 
landscape visible in the glass 
globes tossed by the juggler; the 
silvery glints of the shining 
spheres of Newton’s cradle, each 
mirroring the movements of the 
others and glinting in a brass 
lamp in Kahnankas; the striped 
ball bouncing down an iridescent 
slope in Boing Machine. We found 
them so interesting we have fea¬ 
tured them on the cover of A.U.I. 

What all have in common is that 
they were developed using Dr 
Graham’s Sculpt 3D, a clever and, 
considering its complexity, easy- 
to-use three-dimensional modell¬ 
ing program. Now, to make it easy 


for all to create similar moving 
marvels, comes Animate 3D. 

While Sculpt 3D is a stand alone 
program, Animate 3D is not. It will 
not function without Sculpt 3D. 
Indeed, your first task will be to 
transfer Sculpt 3D to a backup 
copy of the Animate 3D disk and 
click on an icon to merge the two 
programs to form Sculpt Animate 
3D. 

The only visible difference to a 
Sculpt 3D user, apart from the 
creation of a new icon for the 

‘Symmetrical objects 
such as doughnut 
shapes can be drawn by 
defining a curve and 
spinning it on its axis. ’ 

program, will be the addition of 
some extra commands to its pull¬ 
down menus. 

. The screen display remains the 
same as in Sculpt 3D: the so- 
called Tri-View of three windows 
that each give a different view of 
the 3D objects that you will create. 

Sculpt 3D is not a conventional 
graphics program. It models solid 



shapes using ray-tracing techni¬ 
ques. In ray-traced graphics, the 
colour and intensity of each pixel 
is calculated according to the 
amount of light falling upon it. 
This is a lengthy process that can 
take several hours, even though 
the latest version of Sculpt 3D is 
about twice as fast as the original 
program. It is best done overnight, 
with the Amiga working away 
while you sleep. 

Three dimensional shapes are 
first created as wire-frame out¬ 
lines in the Tri-View, which pro¬ 
vides overhead, north and west 
views of them. Like other Amiga 
windows, these can be dragged 
around and re-sized but the Tri- 
View windoes also have extra 
gadgets to manipulate the wire¬ 
frame outlines and to expand or 
contract the view. 

These wire-frame drawings are 
formed of triangular faces joined 
together. The concept of a vertex 
is imporant here. A vertex is the 
point at which one line (known as 
an edge since it defines the limit 
of a triangular face) ends and 
another begins. By selecting and 
dragging specific vertices you can 
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alter the appearance of the shapes 
formed by the triangular faces. 

In order to speed up the drawing 
process, the program provides 
ready-drawn spheres, hemis¬ 
pheres, cones, cylinders, cubes, 
prisms, tubes, discs and circles. 

A sphere will not be precisely 
spherical, since it is made of 
triangles but its faces can be 
modified by smoothing them and 
once texture is added - the result 
looks good. Symmetrical objects 
such as doughnut shapes can be 
drawn by defining a curve and 
spinning it on its axis. 

Shapes can be copied and 
saved to disk so that they can be 
used on other occasions. From 
these wire-framed outlines and 
the decisions made on surface¬ 
smoothing and texture, Sculpt 3D 
generates images of solid 3D ob¬ 
jects with colour, shading and 
shadows. 

To achieve this, it uses, as in 
photography, the idea of an obser¬ 
ver looking at the object. You need 
to specify the position of the 
observer and the direction in 
which the observer is looking. You 
can alter the angle of the obser¬ 
ver’s view - whether it is through 
the equivalent of a fish-eye, wide- 
angle, normal or telephoto lens - 
which will in turn change how the 
object will look. 

Its appearance will also depend 
upon the way light falls upon it; 
you therefore need to mark the 
position of a light source or 
sources. The program has an 
automatic exposure feature so 
that the fianl image will be lit 
correctly but you can override it if 
you want to create a very bright or 
a sombre picture. 

ED - 2 °t° 7 * 


• • 





In order to check your progress, 
you can call up in several different 
ways, an image of the scene you 
are creating. You can view it as a 
painting, which is drawn quickest 
even at full-screen size and can be 
saved as an IFF-format file for 
loading into a paint program, or as 
a ray-traced image. 


As these take longer to process, 
ray-traced graphics are best 
viewed in miniature form, either as 
a simple image or as a complex 
one showing the effects of sha¬ 
dows. The program works in highl¬ 
and low-resolution, with and with¬ 
out interlace and in the HAM 
graphics mode that uses 4096 
colours. 

You can use either the mouse 
and pulldown menus or keyboard 
equivalents to control the drawing 
of objects. However, there is 
another way - and that is by 
creating a text file, or script con¬ 
taining a list of commands using a 
special graphics language, which 
will then be executed. 

Sculpt 3D comes on a single 


unprotected disk together with a 
manual that takes you step by 
step through the program. Ani¬ 
mate 3D has a similar manual and 
is contained on two unprotected 
disks, one containing the program 
and the other some sample anima¬ 
tions. 

The minimum requirement for 
Sculpt 3D is a 512K Amiga with a 
single disk drive. Sculpt Animate 
3D needs at least 1 Mbyte of 
memory and will work better with 
a second disk drive and best with 
a hard disk. The use of a co¬ 
processor such as the 68881 chip 
will speed up the time taken to 
generate the final animation but 
that requires a special version of 
the program. 

‘With Sculpt 3D, you 
create a still life. 
Animate 3D breathes 
motion into it.’ 

With Sculpt 3D, you create a still 
life. Animate breathes motion into 
it. Those who have mastered 
Sculpt 3D will have no problems 
coming to grips with Sculpt Ani¬ 
mate 3D, which combines two 
methods of animation: key frame 
and global. 

In key frame animation you 
draw the main frames of the 
animation and the program auto¬ 
matically adds the frames in be¬ 
tween. So, in animating a ball 
being thrown in the air, you could 
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draw the ball at the bottom and the 
top of its trajectory and Sculpt 
Animate 3D would interpolate the 
movements of the ball between 
these two points. 

Global animation involves a 
single scene that remains 
throughout an animation. Within 
that scene, there can be objects 
moving on a path through space, 
either going from one place to 
another or rotating at one point. 

Paths of motion can be attached 
to each other so that more com¬ 
plex motions can be built up from 
simple ones, just as one cog¬ 
wheel will turn another, which will 
turn another. 

In key animation, objects can 
change shape and colour as they 
move. In global animation they 
remain unaltered. Global anima¬ 
tion is far quicker to create. Once 
you have defined a shape, it is a 
matter of seconds to add move¬ 
ment to it. Key frame animation is 
more cumbersome, since you 
have to create separate images for 
each important movement but the 
results are more spectacular. 

‘You can add blurring to 
an object in motion, to 
make it look more 
realistic. ’ 

Just as Sculpt 3D uses wire¬ 
frame drawings to draw objects, 
so Sculpt Animate 3D previews 
animations as the movement of 
wire-frame images. It uses ver¬ 
tices in a new way - to create 
curved lines called splines. 

A spline is a sequence of edges 
joined together to form a curve 
which bends at those vertices that 
you define as knots. Splines are 
not simple curves; they exist in 
three dimensions and can be bent 
and twisted, depending on the 
position of the knots, to almost 
any shape and angle. 

Splines can be used to form 
objects with smooth curves, or to 
create paths along which objects 
can move in time and space. Each 
vertex on a path then represents a 
different frame in the final anima¬ 
tion. In order to create a smooth 
animation these vertices have to 
be an equal distance apart. 


Paths need not go from one 
position in space to another. They 
can also form closed loops to 
animate objects that return to 
their starting point. An object can 
not only move along a path, it can 
also rotate around it, changing its 


orientation at any vertex so that it 
is always facing the right way. You 
can add blurring to an object in 
motion, to make it look more 
realistic. 

Sculpt Animate 3D deals well 
with one of the main difficulties of 
animation: moving part of an ob¬ 
ject while the rest of it remains 
still. You can define hierarchies to 
break down a complex object into 
various parts so that you can 
specify which part you wish to 
move. Thus, with a figure, you can 
arrange its limbs in a hierarchy so 
that it is easy to move just one of 
its arms or a hand. 

Light-sources and the position 
of the observer can also be 
attached to paths. If a lamp 
moves, it will add moving sha¬ 
dows and highlights to a scene. 
The motion of an observer can 
create the cinematic effects of 
panning, zooming into close-ups 
or away from objects and of tilting 
the image. 

Both these methods are greedy 
for memory and may work only if 
you are using such additional 
hardware as a video machine that 
will record your animation one 
frame at a time. 

Animations can be set against a 
background image created within 


the program or by using a paint 
program or digitiser that produces 
standard IFF files. You can work in 
any resolution, including HAM 
mode. 

Sculpt Animate 3D consumes 
memory - one second of anima¬ 
tion may need as much as two 


megabytes of data. So a com 
pression technique is used to re¬ 
duce an animation to a single 
image together with the data that 
contains the changes between it 
and the other frames of animation. 
It was in this way that Dr Graham’s 
Juggler could be squeezed into 
512K of memory. 

Only short animations can be 
shown directly on screen. Longer 
ones will need to be recorded in 
segments on video tape or film 
and edited together. Sculpt Ani¬ 
mate 3D will work with such addi¬ 
tional hardware as single frame 
controllers and - when they be¬ 
come available - frame buffers, 
which generate higher quality im¬ 
ages. 

Considering its complexity and 
the excellent results that can be 
obtained, Sculpt Animate 3D is 
not difficult to use. Its interface 
with the user has been well 
thought out, so that progress can 
always be checked quickly and 
mistakes rectified. 

It provides facilities for animat¬ 
ing solid objects that not so long 
ago would have been beyond the 
reach of non-professionals. Ani¬ 
mate 3D maintains the high stan¬ 
dard set by Sculpt 3D. Together, 
they form a marvellous combina¬ 
tion that offers users endless fas¬ 
cination and immense creative 
potential. 

J.W. 
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JUMPDISK FIGHTS THE VIRUS 


Our theme for the May issue of JUMPDISK is the ‘Virus’. To protect your software from the newstrainsyou first need to understand how 
they function. The information we are providing is the most comprehensive and up-to-date published so far. The programs in this issue 
will, at the click of an icon, enable you to check and protect your software. The Virus is here to stay — there will always be someone 
trying to develop a new strain that is more dangerous than its predecessor — JUMPDISK will give you the tools to fight back. 
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A Unique Feat: 

JUMPDISK. the Original Maeazine on Disk 
for the Amiga, has been Published every 
month without fail since August 1986. 

And every month it gets better. 


16 Programs 
(n this Issue 

£8.50 


JUMPDISK SPECIAL 

The first JUMPDISK ‘SPECIAL’ is still available at the very special price of £5.00. If you order the MAY issue of JUMPDISK at the same time 
then pay only £12.50. A saving of £1.00 if purchased separately. The ‘SPECIAL’ features ★WORDRIGHT — A full featured shareware word 
processor ★HIGHWAY 3 — A graphics environment of a Highways Intersection’s Modes ★CITY DESK DEMO — A working demo of the well 
known desktop publishing program ★PATHETIQUE — A music file that will run with DeLuxe Construction Set ★MANDELBROT — An IFF 
file of a Mandelbrot example — This image required 53 hours to generate ★THE ISSUES A catalogue of all 21 regular JUMPDISK issues 
published to date ★ Plus ART. 


PUBLIC DOMAIN — LATEST NEWS 

Just received from the U.S.A., FISH Disks 129 through 138. They include some very useful programs. Well worth a close look, especially at 
only £3.00 each 


FISH 129 DosKwik: V2.0 of a pair of programs which allow you 
to save files, or a group of files, to one or more floppies for 
quick loading (eg. loading up a ram disk). MRBackUp: V2.0 of 
a hard disk backup utility, that does a file by file copy to 
standard AmigaDos floppy disks. Includes an intuition 
interface and file compression. PaintJet: An “official” Hewlett 
Packard PaintJet printer driver received directly from HP 
sources. Patch: Two independent ports of the very useful 
Unix utility “patch”, which applies context diffs to text files to 
automatically update them. FISH 130 DirMaster VI .1 of a very 
nicely done shareware disk cataloger. Lots of neat new 
features and enhancements. Evo: A human evolution toy/- 
tutorial.l/S. Hp: A nice RPN calculator program that supports 
calculations with binary, octal, decimal, hex, float and 
complex numbers. VI.0,1/S. Mach: A "mouse accelerator” 
program that also includes hotkeys, the features of sun 
mouse, clicktofront, popcli, a title bar clock with a bbs online 
charge accumulator, and more. V1.6A.I/S. PatEdit: Pattern 
editor for creating patterns to input to the Amiga SetAfPt 
macro call. I/S. QMan: Mandelbrot generator written partially 
in assembly for speed.I/S. FISH 131 Dfc: Copies disks like 
Maurader, but multitasks. It even has a nice little Intuition 
Interface.l/S. HyperBase: VI.6 of a nice little shareware 
database management system. Life: New version of Tomas's 
ancient life game but with a new macro language for setting 
up patterns, some good examples, and some more good 
stuff.l/S. Mackie: Popcli replacement that draws pretty lines 
on the screen in blanking mode. I/S. Mglb: A version of Mglb 
with an ARexx port and other improvements. Finally you can 
define macros and bind them to function keys in your startup 
file!l/S. WFrags: Another version of Frags, but this one pops 
up a nice little window that updates occasionally. Necessary 
for developers who wonder what their program is doing to 
memory, or wonder why they can’t load that program.I/S. Fish 
132 Berserk: This animation, unveiled at a meeting of the 
F.A.U.G., got Leo a standing ovation. It’s a must see for every 
user. The difference between this distribution, and the one on 
disk 100, is that this one includes "source”, ie. it contains all 
the object descriptions necessary to recreate the animation. 
Thus you can, if you like, try modifying various objects to 


create sligthly different animations or use it as an example for creating 
your own. Requires 1 Meg. FISH 133 Conman: VI .1 of extremely useful 
replacement for the standard console handler, that provides line editing 
and command line histories completely transparent to any application 
program that uses CON: windows. New features include additional 
editing keys, fast search keys, undo key, clear history command, and 
more. Crc: Two programs that are very useful for generating 16-bit CRC 
listings of the contents of disk. CrcLists: Complete CRC check files for 
disks 1-128 of the library, using the above Crc program. Overscan: 
Patches the Intuition library so that sizable windows with MaxHeight of 
200 (400 in interlace) and screens with height of 200 (400 in interlace) will 
take advantage of the PAL overscan capability of Intuition VI .2. This is 
useful for European users that wish to run software written for the 
American market, without modifying the applications, but still using the 
additional space.I/S. FISH 132 BoingThrows: A 50 frame HAM animation 
done with Sculpt-3D, and minor touchups with DigiPaint. The animation 
took about 325 hours or runtime to generate! Browser: W/B tool, using 
text-only windows, that makes all files in the system accessible for 
executing, copying, moving, renaming, deleting etc. Billed as a 
“programmers workbench”.V1.2. Dme: VI .29 of Matt’s text editor. Dme is 
a simple WYSIWYG editor designed for programmers. I/S. Find: Utility 
which searches for files that satisfy a given boolean expression of 
attributes, starting from a root pathname and searching recursively 
down through the hierarchy of the file system. Library: Demo of a 
program that stores textual information without regard to structure or 
content, and allows complicated searching for specific patterns. Written 
in assembler for speed. Smartlcon: Is an Intuition objects iconifier, 
limited to iconifying windows, still very handy. FISH 135 TexF: Selection 
of 78 TeX fonts with a conversion program to convert them to Amiga 
fonts. There are 22 different fonts at various sizes, ranging from 15 pixels 
high to more than 150 pixels. FISH 136 AsmToolBox: An assembler 
“toolbox” created to make interfacing between assembler programs and 
AmigaDOS easy. I/S. Bison: Replacement for unix “yacc’ command. 
lff2Pcs: VI.1 of an interactive puzzle program.I/S. Paste: Version of the 
Unix paste utility. It concatenates corresponding lines of the specified 
files into a single output line.l/S. YaBoingll: Game demonstrating 
hardware sprite usage, including collision detection.I/S. Zoo: File 
archiver, much like “arc” in concept, but different in implementation and 
user interface details. Includes some nice features that “arc” lacks (such 
as file/path names up to 255 characters in length) 


.VI .8. FISH 137 Ct: Program to display images from a CT scanner, along 
with several interesting sample images of scans of real people, including 
a skull, brain, heart, and spine. Jeanslcons: Miscellaneous cute icons 
created for AMUC’s monthly newsletter disk. Muncho: Cute little 
program which plays a digitized sound sample when you insert or 
remove a disk from your drive. If you don’t like the sounds you can 
replace them with your own. Good fun. Sit: Update to the Set Icon Type 
program from disk 107. VGad: New gadget editor that takes two pictures 
of the window and its gadgets, one being the normal gadget state and the 
other being the fully selected state, and then merges the data and 
converts to C source code. VirusX: Boot sector virus check program that 
runs in the background. VLabel: program to print fancy customized disk 
labels. Combines an IFF picture and up to 50 lines of text and then print 
the result. The IFF picture can be virtually any size (up to 1008 by 1000). 
Recommended. FISH 138 AmigaLine: Technical notes for Amiga 
programmers. Diff: Uses the same algorithm as the Unix diff program 
and also produces context diffs, suitable for use with patch. Foreach: 
Simple but useful program that expands a wild card file specification. 
I/S. MacFont: Conversion tool to convert Mac fonts to Amiga fonts. 
ModuiaTools: Various useful routines for those programming in 
Modular.l/S. VtlOO: Two new versions of vtlOO terminal emulator. One, 
based on vtl 00 2.6, has been enhanced to include an iconfy feature, add 
full 132 column support using overscan etc. The second is release 2.8 of 
the mainstream version of vtlOO. 


WHY BUY P.D. DISKS FROM US? 

We are Amiga enthusiasts and only sell products related to the Amiga. ★ All our P.D. disks are guaranteed ★ We only use the best media 
—Sony DS/DD Disks ★ Our prices are inclusive, there are no extras ★ If you experience problems using any P.D. software we will always try to 
help ★ The latest P.D. releases in the U.S.A. are Fedexed to us as soon as they are available. If you would like to know more about the work of 
PD for the Amiga, why not send £3.00 for the NEW JUMPDISK DIRECTORY DISK — It’s FREE if you buy the MAY issue of JUMPDISK and any 
five PD disks listed in this page. 

We are GEORGE THOMPSON SERVICES — Our address is: FREEPOST, DIPPEN, BRODICK, ARRAN, SCOTLAND KA27 8BR. Our 
telephone No. is: (077 082) 234. All PUBLIC DOMAIN are £3.00 each or £30.00 for eleven inc. first class post. Please send a cheque (with your 
Bank Card No./Expiry Date on the reverse) or P.O. for the appropriate amount and we will despatch your order immediately. (815) 



Stop Press 

We will be at the Commodore Show~3-5th» June at our usual stand, No: 32. On sale will be the June issue of JUMPDISC featuring detailed 
coverage of the Amiga Developers Conference PLUS back copies of JUMPDISC at special show prices. PLUS the very latest Public Domain 
Disc from USA PLUS software surprises and hardware specials. On show will be the first Amiga JOKE DISC titled “Famous PD Display 
Hacks” and if you are thinking of buying the Lattice ‘C’ Complier please check out our prices. We hope to see you there. 




















DYNAMIC STUDIO 


With his notebook in his hand Paul 
Andreas Overaa exercises his 
keyboards with this new integrated 
music package. 


D ynamic Studio is an integrated 
music software package from 
NewWave Software. It contains 
a sampled sound based percussion/drum 
composer, a 16 track MIDI compatible 
sequencer unit, a sequence editor and 
library facilities which allow you to send 
and receive system exclusive MIDI data. 
The program comes supplied as a main 
program disk, a data disk and a reason¬ 
ably informative A4 sized manual. The 
minimum hardware requirement is a 
single drive 512K machine fitted with a 
MIDI interface although serious users 
will find a twin drive/1 Meg machine 
more appropriate. 

Dynamic Studio’s drum program lets 
you produce percussion accompani¬ 
ments. Because sampled sound is used 
it is possible to create your own drumkits 
using any IFF sampler device. You can 
interchange samples from one drumkit 
to another and can use sound samples 
of anything you care to imagine. Any 
single drumkit can consist of up to ten 
different ‘drums’. 

Using the ‘drummer’ is quite easy. It 
has facilities for creating, editing, deleting 
and saving patterns and for linking 
individual patterns into ‘pattern groups’ 
and whole ‘songs’. Up to 20 individual 


drum patterns can be used at any one 
time (i.e., in any single song). Like many 
such programs you are given the choice 
of writing in real time or in the, sometimes 
more useful, pattern editing mode. The 
editing facilities are well thought out. It 
is possible to control such things as the 
time signature, quantizing level, beat 
accent, drum (sample) volume and 
pitch. The drumkit can be arranged 
anywhere on the Amiga’s four sound 
channels and the only restriction in this 


“You can record up to 
four music sections of 
any length on a single 
track” ' 


area is the one that always applies to 

Amiga drummers.no two drums may 

be played at the same instant on the 
same Amiga sound channel. This limita¬ 
tion can occasionally be used to advan¬ 
tage when you need tight open/closed 
high hat patterns. Dynamic Studio’s 
drum program has some nice extras 
including a ‘randomizer’ control which 
enables you to randomly vary the 


volume and tuning levels of any given 
drum. Also useful is the ability to control 
the drumkit using external velocity 
sensitive MIDI data. 

Perhaps the most interesting part of 
the Dynamic Studio package is the 
sequencer unit. This is a 16 track ‘tape 
recorder’for recording MIDI information. 
Each ‘track’consists of the MIDI data, an 
optional name, the channel and time 
signature information and the sequen¬ 
cing pattern data. You can record up to 
four music sections of any length on a 
single track and these are labelled A, B, 
C and D. The sequence is then created 
by providing a list of the sections to be 
played indicating repetitions and rest 
bars. If you split your songs into 
arrangements like ‘into A’ ‘verse B’, 
‘chorus C’, ‘end D’, then a song form 

such as.‘into, verse, chrs, verse, chrs, 

chrs .. end’ would be written as the 
sequence A B C B 2C D. This arrange¬ 
ment makes the addition of extra chor¬ 
uses etc. to a song very easy indeed. 

Tempo can be adjusted both before 
and after recording the data and indi¬ 
vidual tracks muted for selective play¬ 
back. The drum programmer can be 
used to provide anything from a dull 
drumkit to just simple metronome facili¬ 
ties during recording. 

As far as the serious musician goes 
the sequencer facilities are good. You 
can specify start/end locations so that 
recording starts at a predetermined 
point in your song, you can re-channel 
MIDI data after it has been stored, filter 
out such things as system exclusive, 
pitchwheel and program change data. 
Track to track copying, merging and 
additional filtering facilities are also 
available — you can even transpose 
entire sequences. 

In addition to the above facilities 
Dynamic Studio’s sequencer includes 
many more ‘goodies’ that confirm that 
Dynamic Studio is expected to be used. 
Try some of these for starters .... 
Randomizing facilities, note rechannel¬ 
ling between selected range limits, 
individual time shifting of tracks, sequ¬ 
ence reversal, automatic note scramble 
(rearrangement), MIDI echo creation, 
data thinning, selective MlDl Thru control 
and external synchronization. 
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DYNAMIC STUDIO 


Editing a sequence can be achieved 
by two approaches. The first method 
uses a graphical mode which allows you 
to display a sequence, target a particular 
‘note’ by pointing and ‘clicking’ on it, 
then perform an edit operation on it. 
This is straightforward for most editing 
requirements but for those awkward 
times when you need to add, remove or 
change specific MIDI events a more 
complex Text mode is available which 
allows you to edit event information in 
its raw hex form. 

The other facility provided by the 
Dynamic Studio package is the Librarian. 
This allows you to store system exclusive 
information from your MIDI units and 
download it to the appropriate devices 
as required. It is a straightforward 
facility to use and just helps make life 
that little bit easier. 

Conclusions 

During the week in which Dynamic 
Studio was available to us we used not 
only our own MIDI gear but filled a 
studio with as much additional equipment 
as we could beg, borrow or steal in order 
to experiment with the package. 

What can we say? If you’ve got a MI Dl 
interface and a synth you will, like us, 


have great fun with Dynamic Studio. 
The sound quality on the Amiga is 
relatively good and if you want to 
experiment with sampled sounds for 
percussion accompaniment or ‘home 
recording’ etc., then the sound Studio/- 
Amiga/MIDI combination works well. 

If your needs are more demanding 
i.e., if you have a semi-pro or professional 
interest in music/MIDI software then, as 
usual, the story changes somewhat. 
Amiga sound synthesis does NOT 
approach that needed by serious amateur 
and professional musicians except in 
the arguable case where you are limiting 
synthesized output to single note bass¬ 
lines and the like. In practice the plain 

fact of the matter is this.the more you 

try to do with the Amiga sound chips the 
more you (the musician) will notice the 
quality gap. There is no doubt that the 
potential usefulness of Dynamic Studio’s 
drum facilities are limited by this funda¬ 
mental hardware characteristic. The 
drummer handles IFF format sampled 
sounds and this is its saving grace.... it 
is, through no fault of its own, more 
likely to find use as a means of providing 
additional percussion and sampling 
effects rather than acting as a primary 
drum kit. 


The sequencer unit provides the 
magical MIDI link which enables us to 
lose the ‘Amiga sound dependence’ 
completely. Start putting DX21s, DX7s, 
Tone generator units etc., at the other 
end of the MIDI lines and you can then 
get the sounds you want. Dynamic 
Studio’s basic editing facilities are 
straightforward but the more advanced 
sequencer/editor options do take a little 
while to get used to. But the time spent is 
well worth the effort — what we really 
would have liked would have been a 
couple of months to experiment. 

“The musicians amongst 
you will soon be glad 
you did not buy Atari 
Sts.” _ 

The MIDI software for the Amiga has 
up to now been a bit ‘thin on the ground’. 
Things are now beginning to change 
and the musicians amongst you will 
soon be glad you did not buy Atari STs. 
Dynamic Studio is one of the new 
packages arriving which reflects this 
change. If you are a musician and in the 
market for Amiga MIDI software then 
this is one package that you really 
should include on your shortlist. 

P.A.O. 

Price: $200 

Contact: NewWave Software, P.O. Box 
438, St. Clair Shores. Ml 48080. 


15,000 Amiga Users and 150 Amiga Companies 
Joined Us in New York and Los Angeles. 
Don’t Miss YOUR Chance! 



The Amiga Event! 

Chicago Hyatt Regency Hotel - July 22-24,1988 

For Hotel Reservations Call 1-312-565-1234 


Pre-Register By Phoning AmiEXPO at 1-212-867-4663 
MasterCard, EuroCard and Visa accepted 


Fly American Airlines to AmiEXPO 
Special Discount Fares 
Call 834-5151 in London 
Star File US-81761 

Outside London Call (0800-010151) 


For more information 
AmiEXPO 

211 East 43rd Street, Suite 301 
New York, NY 10017 
USA 


Amiga is a registered trademark of Commodore-Amiga, Inc. 
AmiEXPO is a trademark of AmiAssociates, Inc. 
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!FIELD REPORTS! 


AMIGA 

IN EDUCATION 


Commodore is making a whole¬ 
hearted bid for a share of the educa¬ 
tional computer market with the full 
range of PC and Amiga machines, 
backed by a nationwide network of 
specialist dealers. 

At the same time, the company is 
launching a drive among software 
developers to expand the already 
comprehensive catalogue of 
graphics, CAD and DTP products 
available for the Amiga 500 and 
2000 machines. 

Amigas have already become 
widely used in colleges of art and 
design and for CDT teaching in UK 
secondary schools, as well as by 
professionals in a variety of 
graphics-orientated businesses such 
as graphic and fabric design, CAD 
and video production. 

The Amiga caused a considerable 
stir at the recent National Student 
Television Conference at the Uni¬ 
versity of East Anglia. Delegates 
were particularly impressed with its 
high-resolution graphics and the 
stunning visual effects produced by 
widely-available software such as 
Digi Paint. 

Price is the other factor that is 
expected to win the Amiga a growing 
share of the educational market. For 
example, the powerful Amiga 2000 
with high-resolution colour monitor is 
available to educational purchasers 
for £999 + VAT - 30 per cent below 
recommended retail, and less than 
half the price of comparable 
machines. 

Transforming video production 
work at the Polytechnic of North 
London the Amiga has, in the words 
of John Carter head of Media Ser¬ 
vice “brought the long-awaited video 
revolution to our doorstep’’. 

Until it acquired the Amiga, the 
college had made videos either by 
shooting in a studio using two camer¬ 
as linked by a vision mixer, or by 
using the “shoot it once in a long 
shot and then again in close-up 
approach”. Both methods result in 
U-Matic original tapes, which needed 
varying degrees of editing on the 
college 2-machine edit suite. Unable 
to afford a video caption-generator, 
captions were made by hand for 


studio productions and superim¬ 
posed over live video via a camera 
and the vision mixer. This method 
proved time consuming and had the 
added disadvantage of being im¬ 
possible to engineer on location. 

Providing the college with a very 
cost-effective alternative using the 
Amiga with an edit suite is a simple 
matter of connecting the Amiga be¬ 
tween the source and master 
machines Using the Senlock, the 
background colour on the Amiga 
monitor becomes transparent and 
the original recordings play back 
through it. 

Software 

Software packages available for use 
with the Amiga include TV Text, the 
captioning package with a range of 
fonts available in 8 colours in 
medium or high resolution. 

Along with the software and digitis¬ 
ing camera the Amiga 1000 cost the 
college less than £3000 and, as John 
Carter says, gives those involved in 



Amiga 500 computers in Swansea University 


making video programmes on a res¬ 
tricted budget “an affordable means 
of competing with our rich uncles in 
the facilities houses”. 

Circuit Design 

Swansea University now has 45 
Amiga 500 computers in its compu¬ 
ter science department, 30 of which 
are used in the classroom by the 
students. The machines have a dual 
purpose within the university, both as 
a stand alone workstation for 
graphics, student theses and prog¬ 
ramming in Modula 2. 

Two classes of students use these 
machines: computer scientists and 


civil engineers. Within the Computer 
Science department the Amiga is 
used for very large scale integration 
(VLSI) circuit design. 

Other areas in which the Amiga is 
being used are in the Geology de¬ 
partments within the Royal Holloway 
College; Reading University uses the 
Amiga for teaching purposes; Some¬ 
rset County Council has recently 
installed an Amiga into every school 
in the county; various art colleges 
have the Amiga, including the Royal 
College of Art where it was used to 
design an ideal home. Fine art stu¬ 
dents at West Surrey College of Art 
and Design are finding the Amiga an 
economical way of mixing colours, 
saving outlay on oils and other mate¬ 
rials. Architects at the Architectural 
Association are finding the Amiga’s 
ability to work in three interfaces 
useful for generating architectural 
perspectives. 

MSDOS Too 

PCs including the powerful new 386- 
based PC 60/40 and PC 60/80 are 
also being targeted for the education 
field. 

Peter Talbot, national sales mana¬ 
ger of Commodore’s educational di¬ 
vision, maintains that the Amiga has 
a particularly strong appeal. 

“We know from those educational 
establishments that are using them 
that the Amiga has a unique niche in 
the market. It is the only machine 
that bridges the gap between school 
and home. I don’t believe that any 
manufacturer currently supplying to 
education can match what the Amiga 
offers to the teacher, the student and 
the parent. 

“Now we have a highly competi¬ 
tive price structure and a network of 
dealers to provide the necessary 
service and support, I believe that 
Commodore is ready to make a real 
impact on education in this country - 
as we already have in the United 
States and elsewhere in Europe.” 

Commodore is currently running a 
series of roadshows at universities 
and polytechnics to demonstrate the 
Amiga’s capabilities to art and de¬ 
sign staff. 
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Discovery Software International products are available at your favorite retailer. 

Call 1-800-34-AMIGA for details. Arkanoid, $29.95. ZOOM! $29.95. Prices may vary. 

Discovery Software International, Inc., 163 Conduit Street, Annapolis, MD 21401. 301-268-9377. 

Arkanoid and ZOOM! are compatible with any AmigaTM model. AmigaTM is the registered trademark of Commodore-Amiga, Inc. 
Taito® and Arkanoid® are registered trademarks of Taito America Corporation. *1987 Taito America Corporation. 

All rights reserved. *1987 Discovery Software International, Inc. 


ZOOM! 

At last, a dynamic new game 
concept 

A mesmerizing combination 

of action and strategy 

50 levels. 1-2 players or 2 

players at once 

She'll love it too, so will the 

kids! 

30-day unconditional money- 
back guarantee 


Twice chosen as arcade 
"game of the year" 

• 30-day unconditional 
money- back 
guarantee 


ARKANOID 

The best just got better 
Reviewers agree: unparalleled 
arcade quality 

to 66 knockout 













































































Precision 

Distribution 



Power Business Pack 



Precision 

Means 

Productivity 


You know your Amiga can do it! 
And so do Precision-here are five 
software packages that turn the 
Amiga into the kind of workstation 
you’ve always wanted. And a 
hardware bundle that puts power 
just where you need it-at your 
fingertips. Pick a package-save a 
bundle! 


VIZAWRITE £99.95 

New version of this high performance word processor 

■ Supports 24-pin and laser printers 

■ Combine pictures with your document for desktop publishing 

■ Full-format control throughout your document-even multi-file 
reformatting 

■ Professional word processing power at an affordable price 

LOGISTIX £99.55 

More than just a spreadsheet 

■ Version 1.2-many new features 

■ Time planning and analysis for efficient management 

■ Easy-to-use presentation-quality graphic output 

■ Spreadsheet with full financial functionality- 
up to 2 million unique cells! 

SUPERBASE PERSONAL £99.95 

The most remarkable combination of power and ease of use on the 
database front 

■ Instantly familiar vcr style control panel for unrivalled ease of use 

■ Unique visual database to index and cross-reference your 
picture files 

■ Full relational power to link your files and obtain 
detailed reports 

The complete solution for the Amiga in business: no AC 

ALL3PRODUCTS ONLY 1199.90 


Professional Image Processing... 


Precision Distribution, 

6 Park Terrace, 

Worcester Park, 

Surrey KT4 7JZ, England. 
Fax:01-3302089. 

Telex: 8955021 PRECIS G. 



01-330 7166 


DIGIPIC 


£343.85 


■ Real-time digitizing-images captured at 1/50th second with single/loop 
picture import 

■ 32 grey-scales for detailed images and RGB filters for colour pictures of static 
subjects 

■ Extensive integral tools for image enhancement include Contrast, 

Brightness, Sharpness, Edge Detection, Histogram equalisation 


PIXmate £49.95 

■ Supports and converts all graphics modes and resolutions: overscan, HAM 
4096 colour mode and Extra HalfBrite 64 colour mode 

■ Over 3,000 special effects with full range variable control over each one 

■ Convert colour negatives to colour positives without darkroom processing 

■ Produce colour separations from any Amiga colour graphic format 

.. .and for external image capture 

BAXALL VIDEO CAMERA £228.85 

■ 2:1 interlace with 600 line resolution 

■ Compatibility with auxiliary equipment including video tape recorders 

■ Fully adjustable lens for clear and precise images 

■ Auto-beam current stabilisation for consistent operation 


Turn your Amiga into a full-scale image processing station 

ALL 3 PRODUCTS ONLY 


£499.95 
















Introductory 
Graphics Pack 


EXPRESS PAINT £59.95 

■ Adds hundreds of special effects to your Paintbox 

■ Provides 64 colour Extra HalfBrite mode 

■ Supports PAL/NTSC video standards plus overscan 

■ Powerful text processing with support for 24-pin and PostScript 
laser printing 

PAGEFLIPPER £34.95 

■ Desktop Video to animate your images: forward, backward and loop 
animation sequencing available 

■ Loads IFF images to the limit of your system -512K to 8.5 megabytes 

■ Plays lo res images at 12 frames/sec, hi res at 6 frames/sec 

■ Full overscan for professional video applications 

IntroCAD £59.95 

■ Laser-like quad-density printer output enhances the simplest 
dot-matrix output 

■ Low cost high powered CAD software specifically for the Amiga 

■ Flowcharts, floorcharts, block diagrams, interior design pnn nc 
Exploit the Amiga’s graphics potential: ALL 3 PRODUCTS ONLY 199.9!) 


Sound Sampling 
Package 


£79.95 


PERFECT SOUND 

■ Stereo sound digitizer connecting via the parallel port 

■ Input sampled at up to 25,000 times per second 

■ Includes an editor to modify digitized sounds, library of pre¬ 
recorded sounds and source code of both editor and playback 
routines 

■ Available for A500 or A1000 

ECE Midi Interface £59.95 

Lets your Amiga talk to your Midi hi-fi/instruments... and vice versa 

■ Plugs straight into the serial port 

■ Contains a convenient RS-232 bypass port 

Unparalled music opportunity for your Amiga: aj a m nc 

BOTH PRODUCTS FOR ONLY 1114.90 



VIZAWRITE DESKTOP £99.95 

■ Create text easily for export into a full scale publishing program 

■ Custom or standard proportional/fixed-width fonts 

■ All the features for a professional "DTP” look to your word processing 

■ Custom printer drivers for high speed, clean output 

■ Include graphic images in your documents 


CITYDESK 


£99.95 


■ Powerful and flexible page formatting with as many columns as you want 

■ Ransom Note Technology provides any number of font changes on a line 

■ Easy and creative text and graphics functions 

■ Print from Preferences or send to PostScript compatible printer 
Complete with ART COMPANION 

■ Over 200 images on disk to enhance your output 
JET SET PRINTER UTILITY 


■ Produce typeset quality from your HP Laser Jet Plus or compatible laser 
printer and JET SET FONT COUPON 

■ SAVE £££’s on any set of Jet Set fonts as listed in the 


City Desk package 
Extend your Amiga’s productivity: 


BOTH PRODUCTS FOR ONLY £149.95 



■ NEC Drive mechanism 

■ Fully Amiga Compatible 

■ Excellent performance 

■ 3.5 in 

External £99.95 
Internal £79.95 



More 

Memory- 

more 

management 

package 


SUPRA 20mb HARD DRIVE £699.95 

■ Real-time clock with battery back-up for time and date retention 

■ SCSi expansion port 

■ Expansion through port 

■ Proprietary interface for burst data transfers of over 250 kb/sec 

■ Available for either A500 or A1000 


DiskMaster £34.95 

■ Time saving, mouse-driven interface to perform all standard file 
management procedures 

■ View and manipulate over 70 files at once 

■ THE solution for Amiga file management-completely removes the 
need to learn AmigaDOS commands 

Turn your Amiga workstation into a workhorse: f»cnn nc 
BOTH PRODUCTS ONLY 10^9.90 




ORDER FORM Mail to: Precision Distribution, 6 Park Terrace, Worcester Park, Surrey KT4 7JZ, Tel: 01-330 7166 


Please send me: 


Software: Free postage and packing in UK Hardware & Peripherals: Please add £11.50 delivery charge 

EH Cheque enclosed EH Visa EH Access/Mastercard 
Please make cheques payable to Precision Software Ltd 


(Credit Card Number) -—- 

Expiry Date_Signature_ _Postcode- 

AUI 5/88 


Name_ 

Address. 


















I THE ftUI IflTERVIELU / 



‘The father of the Amiga’- 
the man most credited 
with its initial 
development gives A. U.l. 
an exclusive interview in 
which he tells how the 
computer came into being, 
says some very tough 
things about how it nearly 
never happened, and 
predicts what may come 


next 

I completed six months of Elec¬ 
tronics Technician School in the 
Coast Guard, and then I spent 
three years on Coast Guard in the 
North Atlantic Weather Patrol re¬ 
pairing radars, radios and also the 
Captain’s Hi-fi. That’s how my 
interest in electronics got started. 


After the service I studied en¬ 
gineering. I graduated in 1958, 
with a major in the Design of 
Generators and Servo Motors. 

The first thing, however, that I 
was asked to do after graduation 
was to design a Computer Control 
Console with a Video Display, I 


had to teach myself transistor 
circuit design and logic design out 
of the few books which were then 
available. This was an advantage 
however since it was easy in 
those days to learn enough out of 
one book to become the company 
expert. 

In 1964, I went to work for 
General Micro Electronics, the 
first spin off in Fairchild devoted 
exclusively to MOS chips. Again it 
was easy to become an expert in 
this field, because the field was so 
new. We designed sixty-four of 
their chip register chips and the 
world’s first MOS Calculator with 
twenty-three custom chips. 

In 1974 after ten years of calcu¬ 
lator, watch and computer chip 
design at a lot of different chip 
companies, Atari was just starting 
up and needed a chip designer. 
My friend Harold Lee was already 
there and he introduced me to 
Nolan Bushnell (The founder of 
Atari) Harold had done the chip for 
the first video game and Nolan 
Bushnell asked me to do a chip for 
me video game twenty six hun¬ 
dred system. You probably know 
how successful the twenty six 
hundred or the Video Computer 
system as it became called, so in 
1977 they asked me to design the 
new Atari computer the 400 - 800 
model. I directed the architecture 


and the chip designing of this new 
machine and this too was a huge 
success. 

The year was 1979 and Atari 
was rolling in money. However, 
they made a decision to write off 
all of the development costs in 
that first year production. This 
allowed them to show just enough 
profit that year to not quite trigger 
the bonus payment they promised 
to the engineers and program¬ 
mers. The chief programmer on 
the projects name was Larry Ca¬ 
plin and a half a dozen of his team 
went off to start Activision. 

This was the beginning of the 
end for the old Atari however, I 
wanted to do an advanced sixty- 
eight thousand machine at that 
time to compete with Apple but 
Atari decided that they did not 
need another computer. They de¬ 
cided not to pay the bonus they 
promised me and the engineers. 
So I quit, as did nearly all of the 
engineers and programmers. Atari 
then started to produce a bunch of 
junk cartridges, thinking that the 
public would buy anything I guess, 

I blame them in large part for the 
crash in the video game business 
that happened a few years later. I 
spent the next three years in a 
chip company called Zimast doing 
special purpose computer chips 
for heart pacemakers. 

It was in 1982 that the program¬ 
mer I mentioned earlier, Larry 
Caplin, called me up and said he 
was unhappy with Activision and 
did I know anybody with money 
who could help him start a com¬ 
pany. Most people don’t know but 
it was actually Larry Caplin who 
started AMIGA although it was not 
called AMIGA then. 

7 was Vice-President’ 

I introduced Larry to my boss at 
Zimast, Bert Braddock, because 
he knew people with money and 
how to make a business plan. He 
leased an office in Santa Clara 
and found a chief executive offer, 
a vice president of marketing from 
Tonka Toys; Dave Morse. 

Larry was going to design the 
games and I was going to design 
the chips and Zimast was going to 
build chips and all of us would 
prosper. 

Well, things weren’t going fast 
enough for Larry Caplin, so he 
bailed out, leaving the offices, a 
business plan, and financing. 
They had the money and a chief 
executive officer, but no engineer 
or programmer; the financial back¬ 
ers still wanted a video game 
company, so Dave Morse asked 
me to take Larry Caplin’s place. 
This meant leaving Zimast. Dave 
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Morse was President and I was 
Vice President. 

I had wanted for years to build a 
super personal computer based 
around the Motorola sixty-eight 
thousand micro processor. Atari 
had turned me down and here 
was my big chance, as long as it 
could be sold in a stripped down, 
low-cost version for video games 
Dave Morse and the financial 
backers were happy. As long as it 
was unlimited in its expandability 
as a high level home personal 
computer, I was happy. My goal 
was to design a low cost computer 
that could do good flying aero¬ 
plane simulations. My friend at 
Singer Link, Al Pound, had shown 
me the real million dollar simula¬ 
tors and I was hooked. I had to 
have a low cost version of that to 
practice on at home. 

read about blitters in one of the 
computer magazines and this 
seemed the ideal low cost way 
to improve animation such as 
flight simulators. Also, since good 
sound was important to both 
games and flight stimulators we 
put in four independent VMA 
sound channels. Dave Morse 
hired some marketeers and 
manufacturers to pursue the video 
games business and joystick, joy 
board and game cartridges, while 
I started hiring a technical team to 
design the chips. This meant that 
the early AMIGA was really di¬ 
vided into two parts, one part 
devoted to the video game busi¬ 
ness such as joystick and joy 
boards, that was one half of the 
company, the other half of the 
company was in the backroom 
where I was in charge doing the 
chip design for this new computer. 

I drew several sketches for the 
outside of the computer showing a 
large IBM style box with lots of 
card slots and a large IBM 
keyboard. Dave Morse had his 
own ideas about what a computer 
should look like and he felt that the 
card slots were too expensive for 
the machine he wanted to sell. 
‘go after IBM’ 

It was my biggest regret that we 
did not go after IBM right from the 
start, I know that sounds weird. 
But really IBM was very vulner¬ 
able just then in the PC market, 
they had no colour or sound and 
could only address 640k memory. 
We had a much better machine 
and a much better processor. 

Dave Morse was insisting 
however, probably because of the 
investors, that we make as low 
cost a game type machine as 
possible; even though the only 
computers that had done well at 
that time were ones with card 
slots, such as the Apple and IBM. 
This was probably a good deci¬ 
sion in retrospect, since Commod¬ 
ore was not at all interested in a 
high level machine and most likely 
would not have purchased AMIGA 
otherwise. So there we were de¬ 


signing this super graphic compu¬ 
ter with four blitter channels, eight 
sprites and four sound channels 
and the bottom just fell out of the 
video game market. This killed the 
joystick half of the company, and 
the cartridge market and that half 
of AMIGA started losing money 
fast. 

The computer was still buyable 
as a personal computer and the 
work continued, but with severe 
financial restricions. It seemed like 
we owed money to every supplier 
in town. I had to mortgage practi¬ 
cally everything I owned personal¬ 
ly to help meet the company 
payroll. Steve Jobs of Apple came 
around several times to look us 
over but he never actually made 
an offer to help us. He felt we had 
too much hardware, even though 
it was all integrated in three chips. 
Atari wanted to use our chips for 
their computers and they loaned 
us some money while they were 
negotiating the licensing agree¬ 
ment. They got real tough howev¬ 
er just about the time that Tramiel 
was buying Atari. 

ommodore came along then 
and bought AMIGA and 
saved us. Commodore was 
very good for AMIGA in the begin¬ 
ning. They made many improve¬ 
ments in the chips. Commodore 
made a lot of improvements in the 
things that we wanted but we did 
not have the resources to accom¬ 
plish. The AMIGA originally only 
had three hundred and twenty 
colours across the screen, even in 
the six forty mode. They helped us 
put in full colour in the six forty 
mode. They also improved the 
colour by moving the NTSC con¬ 
verter off the chip. They paid off 
our creditors including my loans to 
the company and they got us a 
beautiful facility in Los Gatos and 
most surprising in 1984, sent the 
entire company including wives 
and sweethearts out to New York 
for a grand AMIGA launching par¬ 
ty at the Rockerfeller Centre here 
in New York City and what a party 
that was, tuxedos, champagne . . . 
all just to launch a computer. They 
really did it top notch. For me the 
most honourable thing about laun¬ 
ching a new computer like this - 
and this was my third - is seeing 
what the software experts do with 
it years later. 

The Hold and Modify feature of 
the Amiga was left over from the 
time the NTSC television conver¬ 
sion was on the chips. I almost 
took the HAM off the chips since it 
wasn’t very useful with RGB col¬ 
our. Well, look what Digiview has 
done with HAM. Another feature 
that really tickles me is the design 
of developers tool by Thomas 
Rokkiki, such as the one called 
Blitlab. This is a mouse visual 
control panel for the blitter. The 
blitter and line draw control regis¬ 
ters are all shown there on the TV 
screen as well as a memory map 


that shows you exactly what the 
various blitter commands do. It 
even tells you when you try to set 
an illegal memory move with the 
blitter. Things like that are just 
great! 

What happened to Amiga, the 
company? 

Well, it’s a very sad story. You all 
know that CBM got into real finan¬ 
cial trouble after they took over the 
Amiga. The sales of the 64 
slumped, they had lots of Plus/4’s 
and other stuff left over from the 
Tramiel era and the sales of the 
Amiga didn’t zoom up as fast as 
they had hoped, though it sold as 
many as the Macintosh did in its 
first period. There weren’t enough 
sales to cover its expenses. The 
Bank insisted that Commodore 
cut its expenses. So it cut heavily 
into the engineering facility in 
Westchester and also at the Ami¬ 
ga facility in Los Gatos. A 70% or 
so cut in engineering in Westches¬ 
ter still left 50 or so people in 
engineering but similar cuts at 
Amiga left only ten. People started 
giving notice and quitting but 
Commodore stuck to its policy of 
no raises and no replacements. In 
spite of very limited manpower, we 
managed to finish the 1.2 software 
release; and design a revised set 
of custom chips for the next gen¬ 
eration of Amiga computers. 

Amiga did all these things not 
Commodore 

Then Commodore laid off more 
people in Los Gatos and closed 
Los Gatos. Let’s face reality, Los 
Gatos was a very expensive place 
to live. We had to pay 25 to 50% 
more to get good people. And our 
rent per square foot was twice 
what Commodore paid in West¬ 
chester. Commodore didn’t like 
paying gobs of money to support 
Amiga when their German and 
Westchester design teams could 
design better boxes faster and 
cheaper. Those teams promised 
to have the 500 and the 2000 
ready by September - that’s 
September 1986. Both of those 
machines used the chips and soft¬ 
ware that Amiga designed. But 
they were still more than a year 
late. Commodore refused to cost 
reduce the 1000 line. Because in 
my opinion, they didn’t want a low 
cost 1000 to compete with West¬ 
chester’s keyboard-attached 500. 
They cancelled the original Amiga 
2000 being completed in Los 
Gatos in June of 1986. Because it 
only had two IBM card slots in¬ 
stead of three and the Amiga slots 
were not shaped enough like IBM 
cards. Commodore were con¬ 
vinced that their 500 and German- 
made 2000 would be ready by 
September ’86. So why advertise 
the 1000 when there wouldn’t be 
any around soon? So an entire 
year was lost while there was no 
advertising and no PR for the 
Amiga, no push to sell 1000s. But 


IBM and Apple used that year to 
good advantage. They both have 
colour and sound and are even 
close to getting multitasking. I 
can’t tell you how angry it makes 
me feel to see how the Amiga was 
handled. The advertisements they 
did have were absolutely awful. 

Old men changing into babies and 
kids competing in race cars. It was 
ghastly. And then a full year with 
no ads at all. They lost dealers 
and worst of all they lost public 
awareness. I am happy to say that 
things are changing now and 
things seem to be shaping up. 

Now we have the 500 and the 
2000 . 

What comes next? 

Everyone agrees that the next 
step is more resolution, more 
computing power, more graphics 
engines and more memory. More 
resolution means up to ten twenty 
four across the screen. More com¬ 
puting power means bigger en¬ 
gines, probably from Motorola. 
And more memory is obvious and 
there is going to be better and 
better software. 

Video RAM’ 

Commodore now has a high re¬ 
solution chip set of Amiga chips 
that I worked on when we were 
with Amiga in Los Gatos. These 
chips use video ram and can 
produce a very high resolution ten 
twenty four display along with the 
present Amiga display simul¬ 
taneously. They increase the dis¬ 
play address range to two mega¬ 
bytes. These chips are completed 
and tested and only require a 
computer and memory to hold 
them together. I’d like everyone to 
know that Amiga in Los Gatos 
designed these chips! These im¬ 
proved Amiga chips can use a 
new type of ram called video ram. 
This new type of ram - video ram 
- is a giant step in computer 
improvement because it frees up 
to the bottleneck into memory 
caused by competition between 
the computer itself and the mem¬ 
ory fetchers required for the high 
resolution display. Imagine having 
an additional gigantic parallel out¬ 
put port thousands of bit wide, just 
for video. You wouldn’t have to 
access it very often to dump a lot 
of memory data to a video picture. 

The way it works is the video 
data for the high resolution display 
is dumped from memory into a 
large parallel to serial shift register 
right on the video ram chips. This 
outputs hundreds of picture bits - 
pixels - in one memory cycle, 
leaving 99% of the memory band 
width for the computer. This is 
critically important for very high 
resolution multibitplane colour dis¬ 
plays. 

Video ram can also be used for 
other things than video. It can 
provide a very fast path to hard¬ 
ware parallel processors; such as 
blitter and all kinds of I/O such as 
audio, hard disk and networking 

continued on page 64 ■ 
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LONDON’S LARGEST DISPLA Y OF PRINTERS MONITORS 
COMPUTERS AND PERIPHERALS 



TheMTondon AMIGA Centre 



AMIGA A500 


All Amiga A500’s Include Work Bench, Basic, Utilities, 
Manuals, Tutorial and Transformer. 


A500 + 

COLOUR 

MONITOR 


A500 Accessories 


Amiga Printer Cable £ 12.50 A501 512K Expansion £95 Dust Cover 

Amiga 1084 £199 Cumana CAX354 £109 Philips 8833 Monitor 


£ 4.80 TV Modulator 
£239 10 x DS/DD 


£21 3.5" Drive 
£ 13.00 5.25" Drive 


AMIGA B2000 


B2000 Includes Work Bench, 
Basic, Utilities, Manuals and 
Analyze 1 spreadsheet. 


B2000 £1060 


A2088 XT Bridge 
Board £435.00 

A2094 Amiga 20Mb Hard 
Disk £539.00 

30Mb MS DOS XT Hard 
Disk £279.00 

10 x DS/DD Disks £13.00 


SOFTWARE 


PRINTERS 


Panasonic 1081 £149 

Star LC10 £179 

Star NB-2410 24 pin £429 
Epson LX800 £184 

Epson FX800 £299 

Epson EX800 £449 

Epson LQ500 24 pin £299 
Epson LQ850 24 pin £449 
NEC P2200 24 pin £299 


Scribble 2 
Analyze 2 
Pro-write 2 
Deluxe Video 1.2 
Deluxe Paint II PAL 
Deluxe Music 
Shakespeare 
Zuma Fonts 1,2,3 
each 




Mail Order + Export Hot Line Phone 01-686 6362 


Pack 1 B2000, Colour Monitor 

£1235 

Pack 2 B2000 A2010, Internal ama 

Drive, Colour Monitor *1 

Pack 3 B2000, Colour Monitor 

XT Bridge Board. 

30Mb hard disk. 

Pack 4 As pack 3 and 

A2010 Drive. 


Alegra 512K for 
A1000 


£199 


Over 100 Amiga titles off the shelf. 
We will match any UK dealers price 
for Amiga Software that is in stock. 


Colour Printers 

Oki Mate 20 £159 

Xerox 4020 P.O.A. 

Epson EX800 £499 

CBM MPS 1500c £305 


THE WORKS INTEGRATED PACKAGE 

including Scribble II, Analyze II and Organize £79 


Delivery by Securicor (4 day) please add £5.75 per item. V 
Delivery by Securicor 24 hour please add £9.95 per item. £ 
(software postage free) 

Send off or order by phone quoting your Access, Visa No. ™ 

'Phone 01 -686 6362. Immediate despatch on receipt of order or ■■ 
cheque clearance. Or Telex your order on: 946240 Attn 190Q1335. 


EXPORT CUSTOMERS SUPPLIED TAX FREE. 

Contact our specialist export department on 01-686 6362 


ALL PRICES EXCLUDE VAT. 



T) 

§ 


ALSO A VAST RANGE OF DISK DRIVES, JOYSTICKS, DISK BOXES, INTERFACES, SHEETFEEDERS, ETC. 



Dept. AUI, 53-59 High Street, Croydon, Surrey CRO1QD. Fax: 01- 6818939. Tel: 01-681 302 

Prices correct at copy date. Subject to change without notice due to currency fluctuations etc. E. & O.E. 
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USING IFF BODY DATA 


One of the best ways of coming to 
terms with the rather complicated arran¬ 
gement used for the Amiga’s display is 
to experiment with it. In previous issues 
we have looked at the structure of IFF 
interleaved bit map data and discussed 
how AmigaDOS routines can be used to 
load such data-files into a temporary 
buffer area. The question that we have 
yet to answer is perhaps the most 
important one.... ‘How do we use this IFF 
data to actually display a picture one the 
screen?’ This month we look at this last 
problem and explain the steps involved. 

Perhaps the safest way to experiment 
with screen handling routines is to set 
up a ‘custom screen’ with its own 
bitmap. This gives you access to screen 
memory that you can use as you wish 
without running into too many problems. 
To create such a screen you need to set 
up the appropriate ‘NewScreen’ struc¬ 
ture, initialise a BitMap structure and 
then ask Intuition to open the screen for 
you. The NewScreen structure, used by 
Intuition to collect the parameters of 
your proposed display, has the following 
layout: 


struct NewScreen NewScreen= 
SHORT LeftEdge, TopEdge, 

7 

SHORT Width,Height, 
screen 7 
SHORT Depth, 

UBYTE DetailPen, BlockPen, 
colours /* 

USHORT ViewModes, 

7 

USHORT Type, 
struct TextAttr ‘Font, 

UBYTE ‘DefauItTitle, 

7 

struct Gadget ‘Gadgets, 
struct BitMap ‘CustomBitMap, 
the screen 7 


I 

/* left edge is not used, set to 0 

/* pixel width and pixel height of 

/* identifies the bitplane depth 7 
/* Colour register numbers for pen 

/* Display resolution/sprites etc. 

/* Flags identify screen type 7 
/* Pointer to TextAttr structure 7 
I* Pointer to NULL terminated 
string 

/* Gadgets 7 

/* Pointer to a BitMap structure for 


The first five members of the structure 
provide the top left screen co-ordinates, 
the pixel screen size and the number of 
bitplanes. This is followed by detail and 
block pen colours. The ViewModes 
variable is used to hold flags which 
specify such things as high-resolution, 
interlace or dual playf ields display modes 
and by placing a NULL here Intuition 
gives us the default 320 pixel width non¬ 
interlaced screen. The Type variable 
tells Intuition what sort of screen is 


being created — we will need to set this 
to CUSTOMSCREEN+CUSTOMBITMAP 
so that Intuition knows that we are going 
to supply both our own bitmap structure 
and its associated screen memory. 

Font is a pointer to a TestAttr structure 
which defines the characteristics of the 
Intuition managed text appearing in the 
screen. By setting Font to NULL the 
screen (and any windows that open in it) 
will get the default font as specified by 
Preferences. 

DefauItTitle is a pointer to a NULL 
terminated string which will be used as 
the screen title. Put a NULL in this field 
and you will just get the blank title bar. 
At the present time non-system screen 
gadgets are not supported ... so the 
Gadgets field should be set to NULL. 
The last field in the NewScreen structure 
is a pointer to a BitMap structure, in 
other words it is our BitMap structure’s 
address. 

“At the present time non - 
system screen gadgets 
are not supported. ” 

The instance of the NewScreen struc¬ 
ture is ONLY used by Intuition to 
actually open the screen, after the 
screen is open it can be discarded. What 
in fact occurs is that Intuition uses the 
information provided by the NewScreen 
structure to build a somewhat more 
complex ‘Screen’ structure which is 
then used by Intuition to manage the 
screen. Part of the main Screen structure 
includes a BitMap structure and this, 
amongst other things, contains a set of 
pointers which give the starting addres¬ 
ses of the actual bitplanes used in the 
display. When we specify the CUSTOM- 
BITMAP flag in the NewScreen structure 
we effectively say to Intuition ‘don’t 
bother doing anything about a BitMap... 
we’ll give you one ourselves’. In other 
words it is up to us to set up this BitMap 
data prior to calling Intuition’s Open- 
Screen() function: The C definition of a 
BitMap Structure is as follows: 
struct BitMap { 

Two things must be done to perform 
the initialization: firstly we call a library 
routine InitBitMapQ. This takes four 
parameters.the address of the bitmap, 


the number of planes to be set up, the 
plane bitwidth (to nearest WORD above) 
and the number of scanlines and installs 
them in the Bitmap definition. A typical 
C call is this routine takes the form... 
lnitBitMap(&BitMap, NumberOfPlanes, 
width, height); 


UWORD 

BytesPerRow; 

UWORD 

Rows; 

UBYTE 

Flags; 

UBYTE 

Depth; 

UWORD 

pad; 

PLANEPTR 

Planes(8); 


This call does NOT initialize the bit 
plane pointers — we do this ourselves 
using the AllocRasterQ library routine 
which allocates chip memory for use as 
display memory. 

AllocRaster() requires that you provide 
the width and height of the display as 
parameters and it has to be called as 
many times as the number of bitplanes 
needed. Each time the routine is called it 
provides, if successful, the start address 
of a bitplane memory area. These 
addresses are used to set up the 
Planes() vector in the BitMap structure. 
The bpst approach is to use a loop to 
perform this allocation/assignment. 

Here is some typical C code that 
performs the necessary operations. First 
the loop with just the essential details: 
for(i=0;i<bitplanes;i++) 

{ 

BitMap.Planes(i)=(PLANEPTRY) Alloc- 
Raster(pixelwidth,pixelheight); 

} 

What’s wrong with this code? Nothing 
.... until the time the AllocRasterQ 
routine fails because it cannot give you 
the memory you wanted. The safer 
alternative is to check within the loop to 
see that the pointers returned by the 
raster allocation routine are‘non NULL’. 
If a problem occurs it is necessary to 
de-allocate any bitplanes that have 
already been set up and this is done 
using a de-allocation library routine 
called FreeRasterQ. We end up with the 
final code looking like this: 

for(i=0;i<bitplanes,i++) 

{ 

if (BitMap.Planes(i)=(PLANEPTR) Alloc- 
Raster(pixelwidth,pixelheight))==NULL) 

{ 
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for(j=i—1;j>=0,j-) 


FreeRaster(BitMap.Planes(j), 

pixelwidth,pixelheight); 


i=bitplanes;error-flag=TRUE. /* force 
exit from ‘i’ loop 7 


For most mortals this can all seem a 
bit too much like hard work so you’ll be 
pleased to know that once we have 
dispensed with these preliminary chores, 
and have a properly initialized New- 
Screen, BitMap structure and the neces¬ 
sary display memory, we can ask Intuition 
to open our screen with a straightforward 

OpenScreenQ call. 

screen=OpenScreen(&NewScreen); 

If the screen opens successfully a 
'pointer is returned which is the address 
of the custom screen’s ‘screen structure’. 
This pointer should be checked to 
ensure that it is not NULL (a NULL value 
would indicate that Intuition was unable 
to open your screen). A valid screen 

pointer should be preserved. Many 

library calls will require that this pointer 
is available and in fact when your 
program finishes it has to provide 
Intuition with this pointer in order to 
close the screen. 

It is now possible to write directly into 
the screen memory pointed to by the 
bitplane pointers. If you want to use 


Intuition’s gadgets and menus facilities 
you can — but it has to be done by 
opening a window in your screen. If in 
fact you open a full size borderless 
backdrop window in your custom screen 
you have the whole Amiga display to 
yourself, have access to all the gadget 
and menu facilities and can directly 
manipulate, i.e. write to, the screen’s 
memory area as well if you so wish. A 
word of warning though ... if you are 
careless these types of techniques can 
result in ‘trashed gadgets’ and other 
nasties. The ‘polite’ term used in the 
manuals for such screens is that they 
are ‘application managed’ ... what 
Commodore actually mean is that if you 
get it wrong it’s down to you! 

For now though the important point is 
that to display the IFF pixel data you 
simply transfer it from the buffer locations 
to the screen’s bitplane memory. The 
trick is to read the BODY chunk data of 
the IFF picture row by row and transfer it 
to the appropriate bitplane locations de¬ 
interleaving it and decompressing it (if 
needed), as you go. 

To finish let us take just one example 
using the UnPackRowQ routine shown 
in April’s issue of AUI. This routine takes 
the address of the source pointer, the 
address of the destination pointer and 
the byte width of the bitplanes as 
parameters. It then reads enough source 
bytes to decompress ONE row of a 


bitplane and transfers it to bitplane 
memory updating the source and destin¬ 
ation pointers ready for handling the 
next row of data. Be very careful NOT to 
pass the actual bitplane pointers from 
the BitMap structure to this routine 
because it actually modifies the source 
and destination pointers passed to it — 
copy the bitplane pointers to another 
array and use that instead. 

Providing the width, height and depth 
characteristics are suitable the data can 
be transferred from the BODY chunk 
within the buffer to the bitplane memory 
very easily. If BODY p holds the start 
address of the IFF file body data and 
Planes CopyQ is the duplicate of the 
bitplane vector then the transfer of 
ByteRunl compressed data can be 
achieved like this: 
for(i=1 ;1<=scanlines;i++) 


for(j=0;j<bitplanes,j++) 


UnPackRow(&BODY p,&Planes Copy(j), 
bytewidth); 


That then completes our somewhat 
brief account of what a program must 
do in orderto use IFF interleaved bitmap 
picture data. There is no doubt that the 
biggest obstacle is ‘getting it working 
the first time’. p ^ q 


|i drive mechanism 

✓ 880K formatted capacity 

✓ Very quiet 

✓ Slimline design 

✓ Throughport 

✓ Long cable for location 
either side of computer 

✓ Full 12 months guarantee 


All prices VAT/delivery inclusive. Next day delivery £5.00 extra. 

How to order... 


Send cheque P.O. or ACCESS/VISA details 
Phone with ACCESS/VISA details 
Govt., educ. & PLC official orders welcome 
Same day despatch whenever possible 
Callers welcome, open 6 days 9.30-5.30 
All offers subject to availability, E.&O.E. 
TELEX. 333294 FAX: 0386 765354 
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63 BRIDGE STREET 
VISA | EVESHAM 

WORCS. WR11 4SF 
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Tel: (0386) 765500 


ALSO AT. 1 762 PERSHORE RD., COTTERIDGE, BIRMINGHAM, B3Q 3BH 


TEL: 021 458 4564 






















































































X 




s 


$ 








❖ 




<5 


£ 






£5 


VIEW 


DELIVERS ULTIMATE 
GRAPHICS POWER 


Bring the world into your Amiga with 
Digi-View, the 4096 color video 
digitizer. In seconds you can capture 
any photograph or object your video 
camera can see in full color and with 
clarity never before available on a 
home computer. Digi-View’s advanced 
features include: 


•Dithering routines give up to 
100,000 apparent colors on screen 
•NewTek’s exclusive Enhanced 
Hold-and-Modify mode allows for 
exceptionally detailed images 
Digitize images in any number of 
colors from 2 to 4096 



•Print, animate, transmit, store, or 
manipulate images with available IFF 
compatible programs 
•Digitize in all Amiga resolution modes 
(320x200, 320x400, 640x200, 
640x400) 


“Digi-View sets new standards for 
graphics hardware’ -InfoWorld 




Digi-View is available now at your loca 
Amiga dealer or call 

1-800-843-893^ 

ONLY $199.9 


All photos actual unretouched Digi-View pictures shot directly off the 1080 Amiga monitor. 


NewTsk 

INCORPORATED 


Distributor: HB Marketing Ltd 


Tel: 0895 444433 


Brooklyn House 


22 The Green 


West Drayton 


Middx 


UB7 7PQ 












DAiEL ELECeSOniO 



□ AMIGA PRO SAMPLER STUDIO 


• A top quality sound sampling system at a realistic 
price. 

• All the usual features of a sampling system plus 
many more. 

• 100% machine code software for realtime functions. 

• Hires sample editing. 


• Variable sample rate and playback speed. 

• Separate scroll line waveform windows plus zoom 
function with Edit windows for fine accurate editing. 

• Hardware compatible with many other software 
packages. 

• Software files can be used within other music 
utilities. 


• Realtime frequency display. 

• Realtime level meters. 

# Piles saved in IFF format. 

# Adjustable manual/automatic record trig level. 


• Reverse, copy, mix, clear plus other edit facilities. 

• Microphone and line input l /\ Jack and Din 
connections. 

• 3D shot of sound waveform. Wave editor to design 
your own waveforms or adjust existing ones. 



ONLY £ 69.99 COMPLETE SYSTEM, PLEASE STATE ASOO/1000/2000 


□ DISK/STORAGE 
BOX OFFERS 

• DD40 holds 40 3%" disks lockable. 

only £6.99 

• DD80 holds 80 Z l /z disks lockable. 

only £8.99 

• Disks - 3i/ 2 " D/DS/D. 

• Tbp quality, bulk packed with 
cables. 


□ DATA/SWITCH 
BOXES 

• A/B type connect two printers to one computer 
or (vice-versa). 

• Centronics connections or RS232 (Serial) connections 
(25 pin) please state. 

only £ 24.99 

• ABC type connect three printers to one computer 
(or vice versa). 

• Centronics or RS232 connections. 

only £ 34.99 

• Intelligent Printer Sharer. 

• Share one Printer between four computers. 

• Automatic switching - no need to leave your computer. 

• RS232 serial or Centronics connections - please state. 



ONLY £22.99 FOB 88. 


only £ 79.99 




□ DATEL JAMMER 

Tb complement the Sample Studio the Datel 
Jammer gives you a 5 octave keyboard to 
play and record your sampled sounds. 
FEATURES: 

• 2 and 3 note chords. 

• 4 track sequencer up to 9999 
events. 

• Tfempo and Beat Controls. 

• Mixer Controls on Instruments. 

• Load and Save sequence. 

• Works on standard IFF file sounds. 



-I 

□ EPROM 
PROGRAMMER 


• Easy to use, highly efficient Eprom 
programmer. 

• Programs 2764/27128/27256/ 27512 Eproms. 

• Programs 12.5v or 21v. 

• NMOS and CMOS types. 

• Load and Save File functions. 

• HEX and ASCII Dump of Memory. 

• Menu driven Program features. BLANK, 

READ, BURN and VERIFY functions. 

• Zero Force insertion socket. 

• A500/2000 or 1000 model (please specify). 



□ PRINTER CABLES 

• 25 pin ‘D’ to 36 way Centronics 
parallel lead. 

• A 500 or 1000 please state. 

• 1.2m length. 

only £7.99 

• 25 pin ‘D’ to 25 pin ‘D’ - serial 
printer lead. 

• A500 or 1000 - please state. 

• 2m length. 


3NLY £39.99 COMPLETE ONLY £7.99 

”1 ROBOTARM — Full Function - 5 Axis Movement 


• Explore the fascinating science of Robotics 
with this full feature Robot Arm. 

• Human like dexterity - with 5 Axis of 
movement it is so versatile. It can manip¬ 
ulate small objects with amazing ability. 

• Easily controlled using 2 Joysticks (any 
9 pin type) or connect to your Amiga 
with our Interface + Software to give 
Computer/Robotic control (see Interface 
offer). 

□ INTERFACE OFFER 

• Unique Software/Hardware package to 
allow you to interface your Amiga with the 
Robotarm. 

• Tfain mode allows you to store and then 
repeat movement sequences. 

• Very easy to use. 


• Comes with Accessories including ‘Finger’ 
Jaws, Magnetic Attachment, Shovel Scoop, 
4 Stabilizing Suction Base Legs, etc. 

• Uses 4 HP2 batteries (not supplied) to 
power motor movement so uses no com¬ 
puter power. 

• Self contained, ready to use (except batts, 
joysticks). 

only £39.99 

• This Interface is not needed to use the 
Robotarm but interfacing with your Amiga 
has great possiblities. 

ONLY £19.99 

COMPLETE WITH CABLES. 



























































□ EXTERNAL 3.5 DISK DRIVE 


• Slimline extra low profile unit - only 6" long! 

• Ibp quality NEC drive mechanism. 

• Throughport allows daisychaining other drives. 

• A superbly styled case finished in amiga colours. 

• Fully compatible. 

• 1 meg unformatted capacity. 

• Good length cable for positioning on your desk etc. 


• Value for for money - before you buy a drive, 
please compare the features - this drive has an 
NEC drive unit and is housed in a superb housing - 
many units available are built to a price and not to 
a standard. Don’t spend a few pounds less and end 
up with ‘rubbish’ - and remember your are buying 
from the manufacturer. 

• Complete - no more to buy 


ONLY £114.99 POST FREE 

ADD (£5 for Courier delivery if required). 



□ 512K RAM EXTENSION • A500 

• Available with/without calendar clock option 

• Simply plugs internally into a A500 slot 

• Switch in/out with switch supplied 

• Fitted in minutes - no soldering etc. 

• With calendar/clock onboard time/date automatically booted 

• Battery backed to retain time/date 

ONLY £79.99 FOR STANDARD 512K CARD OR 


ONLY £89.99 


FOR VERSION WITH CLOCK/CALENDAR 



□ MARAUDER II 

• Quite simply the best disk copier available for the Amiga 

□ Superfast disk copier will copy almost any □ Special ‘Strategy Files* cope with even the 

commercial disk most advanced protection schemes 

□ Friendly user Interface - Mouse driven □ Supports upto 5 drives simultaneously for 

throughout. multiple copies 


□ Completely compatible with Amiga 
multitasking system 


□ Regular updates available - we always 
ship the latest 


□ Even decrypts many encoded programs 
including D.Print/Video/ Paint/Music/II 
etc. 


□ Fast operation - typically around 80 
seconds 

□ USAs top selling copier 


ONLY £29.99 POST FREE 





□ MIDIMASTER 

• Pull Midi Interface for A500/ 
2000/1000 (Please state model) 

• Compatible with most leading 
Midi packages (inc. D/Music) 

• Midi In - Midi0utx3 - 
Midi Thru 

• Fully Opto Isolated 

• No need to pay more - 
Full Midi standard 

only £34.99 


□ GRABBIT 

• Grabbit is a transparent Screen Grabber 
program 

• Always there - simple key operation 

• Drives dozens of Printers 

• Requires only 10K Ram 

• A true productivity tool! 

• Very quick operation - does not require 
screen on during printing 

• Free ‘ANYTIME” program lets you update 
your own colour palette preferences. 

ONLY £21.99 POSTFREE 


ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ODDER.... 

BY PHONE 

K3 ® a 

0782 273815 

24 hr Credit Card Line 

BY POST 

RV FAY 

0782 264510 

UK ORDERS POST FREE - 
EUROPE ADD SI 
OVERSEAS ADD £3 

771 

Send cheques/POs made 
payable to ‘Datel Electronics’ 


DAlEL 

ELEcnonio 


UNITS 8/9, DEWSBURY ROAD, FENTON INDUSTRIAL ESTATE, 
_ FENTON, STOKE-ON-TRENT. _ 

SALES ONLY I TECHNICAL ONLY 

0782 27381S | 0782 2022S8 




































. 




FKJMEMAS* TASTE 
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■KETTI SAl 


•altci'cMWil i?af4en 'tarns: 

:■•.•■■■ *t«*-mij*. - 


T he HP-3630, Paintjet, is a drop-on- 
demand ink-jet printer that can 
accurately deposit ink onto the pap¬ 
er in dots only 0.0085 inches wide. Two 
disposable cartridges carry the ink. One 
holds black ink while the other carries 
yellow, cyan and magenta. Each car- 


The paper transport can handle both 
fanfold and single sheet stationery up to 
a width of eight and a half inches using 
both sprocket and friction feed. It can 
also use single A4 transparency sheets. 
On the test model a DIP switch at the 
rear set the default paper length to either 
metric (12 inch) or English (11 inch). 
Although most types of paper will work 
with this printer, best results are obtained 
with a specially absorbent type available, 
at a price, from your local Hewlett- 
Packard dealer. In the manual it is 
recommended that you only use extra¬ 
absorbent transparency film, also avail- 




tridge has three groups of ten nozzles 
from which the ink is released. Thirty 
nozzles are therefore able to deliver 
black ink compared to only ten for each 
of the colours. The black cartridge has a 
life of over a million characters, while the 
colour one will produce over a hundred 
and eighty typical pages of colour 
graphics. An easy to use cartridge prim¬ 
ing and wiping facility removes any need 
for maintenance cartridges of the type 
used by other ink-jet printers such as the 
Xerox 4020. 
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able from Hewlett-Packard. 

The printer can be supplied with any 
one of three single interface options; 
centronics, IEEE-488 or RS-232. Each of 
these comes with an 8K printer buffer. 
The centronics interface would seem to 
be the most suitable for use with an 
Amiga. It is looted at the rear of the 
printer together with the power socket 
and defaults DIP switch. The DIP switch 
is used to select the default character set 
as well as the paper length mentioned 
earlier. A lead from the separate transfor¬ 
mer plugs into the power socket. I must 
say that I was surpised to find a separate 
power supply on a printer of this high 
quality. For me, it cheapens an otherwise 
extremely presentable, quality machine. 

An Amiga coloured, four inch high, 
case with a footprint of around twelve by 
eighteen inches give the Paintjet a most 
attractive appearance. A membrane co¬ 
vered control panel on the top-left con¬ 
tains four switches and two LEDs. There 
is a power switch with its associated LED 
and three other switches to control the 
paper-feed. The second LED indicates 
form-feed errors, such as an out-of-paper 
condition. The paper controlling switches 
give line feeds, form-feeds, and set the 
top-of-form. Used at power-on they also 
start the self-test and switch the printer 
into transparencies mode. One feature, 
missing from this printer is an out-of-ink 
indicator; Not a serious problem but it 
would have been useful. 

Sending the appropriate escape codes 
will select a primary and alternate char¬ 
acter set from a choice of twelve. I was a 
little disappointed to discover only two 
fonts. Courier font is printed at a constant 
pitch of ten characters per inch (CPI) 
while Letter Gothic can print at either 12 
CPI or 18 CPI. Although there appears to 
be no Italics mode you can highlight 
words by underlining them, using Bold¬ 
face type or even printing them in 
another colour. If you are really desper¬ 
ate for italics you could always download 
your own character set. This is stored in 
the printers RAM and eats into the 8k 
print buffer. Those who work with scien¬ 
tific formulae will certainly find the sub¬ 
script and superscript modes useful. You 
can choose from three different line 
space settings of six, eight, or nine lines 
per inch. Careful setting of the page and 
text lengths, together with a perforation 
skip mode, can produce an extremely 
tidy document layout. 



The Paintjet can print text in either one 
or both directions. Printing at around 167 
characters per second (CPS) in near 
letter quality at 10 CPI it easily outper¬ 
forms its Xerox rival which can only 
manage 40 CPS. Even in draft mode the 
Xerox only operates at half the speed of 
the Paintjet. Smaller Paintjet pitches pro¬ 
duce even faster speeds of 200 CPS at 
12 CPI and a staggering 300 CPS at a 
pitch of 18 CPI. This machine is no 
sluggard when printing colour pictures 
either. It can print a full page of colour 
graphics within four minutes, regardless 
of the complexity of the image. Trans¬ 
parencies need a greater saturation of 
ink and take up to eight minutes. Being a 
non-impact printer it achieves this re¬ 
markable speed without too much unwel¬ 
come noise. 

When printing in colour there is a 
choice of Two resolutions. At the highest 
resolution of 180 dots per inch seven 
basic colours are printed. These are 
represented by the ink colours plus red, 
green and blue which are created by 
mixing inks. At ninety dot resolution there 
are four ink dots per raster position. 
Using the basic colours to print these 
dots according to a ‘two by two dithering’ 
technique up to 330 different shades of 
colour are produced. The horizontal reg¬ 
istration of the Paintjet is as near perfect 
as I could wish. Cheaper colour pritners 
often suffer from overlapping printlines 
or, even worse, gaps between lines. In 
this area the pedigree of the Paintjet is 
undeniable. 

Hewlett-Packard are one of those 
companies with the enviable reputation 
of producing first-class products. In ap¬ 


plications where quality really counts it is 
never surprising to find their products in 
use. This quality has never really come 
cheaply and this is certainly true of their 
Paintjet printer. A few lucky home users 
may be able to spend around a thousand 
pounds on a colour printer but most will 
unfortunately only be able to dream. This 
printer is clearly aimed at professional 
users to produce high quality reports and 
presentations in colour. A brief look at the 
comprehensive manual will confirm this 
as only computers in the business price 
range are described, sadly omitting even 
the Amiga 2000. This should not deter 
Amiga owners who need this print quali¬ 
ty. Although there is no standard printer 
driver for the Paintjet with workbench 1.2 
one will be included with WB 1.3. If you 
decide to buy a Paintjet before Work¬ 
bench 1.3 becomes available then you 
should try to convince your supplier that 
customers spending over a thousand 
pounds on a printer deserve to have the 
driver thrown in. 

Speed, quality and economy are al¬ 
ways opposing forces when selecting a 
printer. The Paintjet is heavily baised 
towards speed, with little compromise on 
quality. If this is the combination you 
need then the HP-3630, Paintjet, from 
Hewlett-Packard is certainly worth con¬ 
sidering. 

PRICE: £995.00. 

Contact: Burocare Computer 
Systems, 221 Kenton Road, Kenton, 
Harrow, Middlesex HA3 0HD. Tel: 
01-907 3636 . 


HP-3630 Paintjet Printer 
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QUAD 


‘Quick and Dirty’ - easy riding on the Amiga trail 


M ost of you will have seen one of 
those ‘fancy coloured lines’ de¬ 
mos on the Amiga by now. With 
this month’s article I hope to show you 
how to achieve this effect with a very 
short piece of assembly code. 

The beauty of using the graphics 
routines via Intuition is the way in which 
memory for screen display etc. is hand¬ 
led by the system. Allocation and de¬ 
allocation of memory is performed auto¬ 
matically with a call to OpenScreen or 
CloseScreen for example. 

Before we can do any graphics with 
the Amiga we are going to need a 
Rastport. A Rastport is a structure of 
variables from which the Amiga can 
glean the information it needs in order to 
perform the many graphics functions it is 
capable of. Among those variables are 
the addresses of the actual bit planes, 
the current colour of the drawing ‘pen’, 
the drawing mode etc. 

When we open up a screen and/or 
window, we are given a pointer to a 


structure which contains the address of 
the relevant Rastport. So all we have to 
do is to store this address and make sure 
that it is passed to the function we are 
calling via the appropriate address regis¬ 
ter, more often than not A1. 

Turning now to the listing, you will 
notice that we are opening up a Border¬ 
less Backdrop window over a custom 
screen. It is possible to perform the line 
drawing routines via the screens’ own 
Rastport but we need the Closewindow 
system gadget for program termination 
and this is the tidiest way of achieving it. 
The listing should be easy enough to 
follow. Once the libraries have been 
opened and the data structures initial¬ 
ised, the program sits in a loop which 
calls the line drawing subroutine and 
tests the window message port to see if 
the close window gadget has been click¬ 
ed. The line drawing routine simply adds 
an increment (either positive or negative) 
to the existing X and Y co-ordinates of 
the start point and end point of the line. 


For a more detailed explanation of the 
functions you should consult the Librar¬ 
ies and Devices ROM Kernel manual. 

Try changing the increments for diffe¬ 
rent effects but bear in mind the window 
limits. With the limits set at 10,630 for the 
X and 10,190 for the Y, then an incre¬ 
ment of greater than ten will crash the 
machine so be careful. Also, if you want 
to see just how fast and smooth the 
Amiga is, then remove the call to Wait- 
TOF. So there you are then. A short and 
straightforward way to do graphics on the 
Amiga via Intuition and an example that 
shows how compact the assembly code 
can be when compared to some other 
languages. Happy coding. 

G.Z 

All of the assembly language examples 
in this series were written using Devpac 
Amiga from HiSoft. Consult your 
assembler manual to reconcile the differ¬ 
ences in the listings, which should vary 
little from one make to another. 


OPT 

C-,Df 



TST 

DO 

0 = fail 

IMCDIR 

*SYS:IHCLODE/* 



BEQ 

KILL SCREEK 

so close screen - exit 

IKCLODE GSAPHICS/GEAPHICSJiIB.I 



MOVE.L 

DO,RDM PIR 

else store pointer 

IHCLODE rmOITIOS/IITOITIOH. I 



MOVE.L 

DO,AO 

copy to address reg. 

IKCLODE IHTDITIOl/IHT0ITI0H_LIB.I 



MOVE.L 

MD RPORTlAO),A0 

to obtain Rastport 

IKCLODE EAEC/EXEC LIB.I 



MOVE.L 

AO,EAST PORI 

store pointer to Rastport 





MOVE.L 

SCREEK PIR,AO 

our screen pointer 

EQO 

0 



MOVE.L 

10,DO 

DO = FALSE 





CALLIMT 

SH0KTIILE 

hide screen title bar 

LEA 

INTLIB,A1 

name of library 

LOOP 



aain prograi loop 

MOVEQ 

If 00 r DO 



CALLGRAF WAITT0F 

sync with raster scan 

CALLEXEC OPEMLIBRARY 

open 


BSR 

D0LIXE 

go do lines.... 

1ST 

DO 

0 = fail 


MOVE.L 

VDX PTR.AO 

our window pointer 

BEQ 

ERROR 

so eiit 


MOVE.L 

KD OSERPORT(AO),A0 

to obtain lessage 

MOVE.L 

DO, IHTOITIORBASE 

else store pointer 


CALLEXEC GETMSG 

obtain lessage 

LEA 

GFXLIB,A1 

sane for 


TST 

DO 

DO = 0 = no lessage 

MOVEQ 

#$00 r DO 

graphics library 


BEQ 

LOOP 

so loop 

CALLEXEC OPEHLIBHARI 



MOVE.L 

DO, AO 

can only be CL0SEWIMD0H 

TST 

DO 

0 = fail 


MOVE.L 

IK CLASS(AO),DO 

in this case but obtain 

BEQ 

ERROR 

so eiit 


ANDI.L 

fCLOSENIXDOMO 

and check always 

MOVE.L 

DO, GFXBASE 

else store pointer 


BEQ 

LOOP 

nope - loop 

LEA 

BEWSCREEM,AO 

pointer to our screen 

KILL WIMDOW 



CALLIMT 

0PEMSCREEM 

open 


MOVE.L 

RDM PIR,AO 

close window FIRST ! 

TST 

DO 

0 = fail 


CALLIMT 

CL0SERIKD0R 


BEQ 

ERROR 

so exit 

RILL_SCREEN 



MOVE.L 

DO,SCREEM_PTR 

else store screen pointer 


MOVE.L 

SCREEK PIR,AO 

then close screen 

MOVE.L 

DO,AO 

copy to address reg. 


CALLIMT 

CL0SESCREEK 


ADD.L 

JSC VIEWPORT,AO 

to obtain Viewport addr. 

ERROR 

RTS 


exit 

LEA 

PALETTE,A1 

address of oar colours 





MOVE.L 

l$0F r D0 

no. of colours 

DOLIME 




CALLGRAF L0ADSGB4 

load palette 


SUBI.W 

M01,COORI 

; decreient count 

LEA 

RERRIRDOR.AO 

pointer to our window 


BME 

K0 COLOUR 

; not eipired 

MOVE.L 

SCREEK PTR,XR_SCREEK<AO) 

; link screen !! 


MOVE.W 

KAX,C0DKT 

; has eipired - reload 

CALLIMT 

OPEKRIXDOR 

open routine 


MOVE.M 

C0L0BR,DO 
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colour = sax for screen 

? 

DC.W 

610,200 ;screen width, height 


no - then add 


DC.W 


jscreen depth (number of bitplanes) 


else reset 


DC.B 

0,1 

/detail and block pens 




DC.W 

V HIRES /display nodes 


add for colour update 


DC.W 

CUSIOHSCREER /screen type 


store back 


DC.L 

DOLL 

/pointer to default screen font 


get Rastport 


DC.L 

HOU, 

jscreen title 


call colour routine 


DC.L 

ROLF. 

jlist of custom screen gadgets 


line first X 


DC.L 

HULL 

jpointer to custom BitHap structure 


PALETTE 

FVFR 



line first Y 


line second X 
line second Y 


increients 


DC.W 

f 0000 

/color fl) 


in D< - D7 


DC.W 

1056F 

/color / 1 




DC.W 

t02CF 

/color 12 




DC.W 

W1F 

/color /3 


check for iinits 


DC.W 

$0FF8 

/color 14 


against Baxiiui 


DC.W 

WOO 

/color /6 


for screen 


DC.W 

WEE 

/color >6 




DC.W 

WF! 

/color 11 


flip if necessary 


DC.W 

W80 

/color 18 



DC.W 

WOO 

/color #9 




DC.W 

fOlFO 

/color MO 


same for second X 


DC.W 

WAB 

/color /II 




DC.W 

W0A 

/rolor 117 




DC.W 

J092F 

/color #J3 




DC.W 

10302 

/color /14 




DC.W 

F02DC 

/color #15 


Yl check 







MEHWTJDOW 






DC.W 

0,0 

/window XY origin 




DC.W 

640,200 /window width, height 




DC.B 

0,1 

/detail and block pens 




DC.L 

CLOSSmnDOn ;Tl)CHP flags 




DC.L 

XlPOHClOSEfBACKDBOHBORDFfil.ESSf ACTIVATE 

/flaqs 

Y2 check 


DC.L 

ROLL 

/gadget list pointer 




DC.L 

RHLl 

/pointer to checkmark imagery 




DC.L 

QDADTITLE /window title pointer 




DC.L 

RDU 

/custom screen pointer 




DC.L 

MULL 

/custom bitmap 




DC.W 

5,5 

/minimum width, height 


add all increments 


DC.W 

640,200 /maximum width, height 



DC.W 

CUSIOHSCREER ?destination screen 



2UADTITLE 






DC.B 

'QUAD I.1RFS !!’,0 ; title bar text 


store results 


EVER 





COURT 

DC.W 

1 

IRTLIB DC.B ’intuition.1 

ibrary’,0 


MAX 

DC.W 

24 

EVER 


store increments 

COLOUR 

DC.W 

0 

GFXLIB DC.B "graphics.)i 

EVER 

brary’,0 


CMP.W 

BLT 

MOVE.M 
COLOUR JK 

ADD. W 
MOVE.K 
MOVE.L 
CALLGRAF 
MO COLOOS 

MOVE.W 

MOVE.W 

MOVE.W 

MOVE.W 

MOVE.W 

MOVE.W 

MOVE.W 

MOVE.W 

CMP.W 

BHI 

CMP.W 

BHI 


#$DF r DO 
COLOUR JK 
#-1r DO 

#$01,DO 
DO,COLOUR 
EAST PORT,A1 

SETAPEM 


X1, DO 
Y1, D1 
X2,D2 
Y2,D3 
ADDX1,D4 
ADDY1,D5 
ADDX2 r D6 
ADDY2,D7 
MAXX r DO 
Xi FLIP 
MIRX,D0 
CHECK X2 


XI FLIP 


IfEG.W D4 


CHECK X2 


CMP.W 

BHI 

CMP.W 

BHI 


MAXX ,D2 
X2 FLIP 
MIMX,D2 
CHECK n 


X2 H.IP 


RFG.W D6 


CHECK Yl 


CMP.W 

BHI 

CMP.W 

BRI 


MAXY r Dl 
Y! FLIP 
MIRY,D1 
CHECK n 


Yl FLIP 


MEG.H OS 


CHECK Y2 


CMP.W 

BRI 

CMP.W 

BRI 


HAXY,D3 
Y2JLIP 
HIM Y, D 3 
Y2 OK 


Y2JLIP 

MEG.W D7 

Y2JK ADD.W D4 f DO 
ADD.W D5,DI 
ADD.W D6 f D2 
ADD.W D7,D3 
MOVE.W D0.X1 
MOVE.W Dl.Yl 
MOVE.W D2J2 
MOVE.W D3,Y2 
MOVE.W DUDDX1 
MOVE.W D5,ADDY1 
MOVE.W D6,ADDX2 
MOVE.W D7,ADDY2 
MOVE.L RAST PORT,AI 
OAILGFAF HOVE 

MOVE.L RAST FORT r A1 
MOVE.W D2,DO 
MOVE.W D3.01 
CALLGRAF DRAW 

RTS 


MFWSCREEM: 

DC.W 


move to point XI,Yl 

move regs. 

draw line to X2,Y2 
done ! 


0,0 


;screen XY origin 


n 

n 

Yl 

n 

ADDXt 

ADDX2 

ADDY1 

ADDY2 

MAXX 

MINX 

MAXY 

MINY 


PC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 

DC.W 


100 

30 

30 

B0 

4 

2 

3 

2 

630 

10 

190 


IRTUITIORBASF DC, I, 0 


JFXRASF 
JOSBASE 
SCPEFNJTR 
WDW_PTR 
RAST PORT 


DC.L 0 

DC. I, J 

DC.L 0 

DC.L 0 

DC.L 0 
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PROWRITE 2 

Many popular programs are now 
re-appearing as updated versions. 

New features have been added and, 
bugs removed. Prowrite 2 
is such a creature. John Walker 
compares it to its predecessor. 


N ow that affordable colour printers 
are with us, (thank you, Okimate!) 
more people are eager to add a 
little flash to their word-processing: a 
tinge of blue in a heading, a touch of red 
to c dd emphasis to words, or the dazzle 
of a digitized pictured using the Amiga’s 
4096 shades. Colour me happy indeed! 

ProWrite, a graphics-oriented word 
processor that used the Amiga’s many 
fonts as an alternative to a printer’s 
typefaces, was the first to let you create 
documents in colour. Unfortunately, its 
flickering interlaced display made typing 
a blinding chore - unless you were rich 
enough to own a long persistence moni¬ 
tor. 

ProWrite 2.0, the latest enhancement, 
overcomes this problem by providing 
ProWrite MR, an additional program that 
has a flicker-free medium resolution dis¬ 
play. In ProWrite MR, text and graphics 
look twice as tall on the screen, but will 
print correctly. Other improvements in¬ 
clude spell-check, and mail-merge facili¬ 
ties and the ability to make global 
changes to a document. 

Most users will find it best to use 
ProWrite MR to create a document and 
ProWrite, with its high resolution 
WYSIWYG (What You See Is What You 
Get) display, to check it looks as it 
should. It would be a help if you could 
switch between resolutions within the 
program. As it is you have to save a 
document, exit from Prowrite MR, run 
ProWrite and re-load your document. 

ProWrite 2.0 comes on two unpro¬ 
tected system and program disks, 
together with a clear indexed manual. It 
will run on any Amiga with a 1.2 Kickstart, 
although performance is improved with 
expanded memory, since both fonts and 
large-scale graphics eat up RAM. 

The system disk contains Commod¬ 
ore’s new 1.3 printer drivers, which are a 
considerable improvement over the 1.2 
ones. Preferences now contains a 
second screen for graphics printing 
which allows you to specify print densi¬ 
ties and anti-aliasing which has the effect 


of smoothing jagged edges. 

The program disk includes two spell¬ 
checkers, one using a 95,000 word dic¬ 
tionary and the other a smaller dictionary 
for speedier checks. Their efficiency can 
be improved by loading them into RAM. 
By deleting unnecessary parts of the 

‘The system disk 
contains Commodore’s 
new 1.3 printer drivers, 
which are a 
considerable 
improvement over the 
1.2 ones.’ 

system disk, it is possible to fit everything 
you need, including the dictionaries, on 
one disk. Also included is a demo version 
of New Horizons’ idea processor, Flow. 

ProWrite 2.0 is compatible with docu¬ 
ments created in Flow and with any text 
file saved in ASCII format. It will load 


graphics saved as IFF-format files and is 
particularly good when used with ones 
created in Deluxe Paint and Deluxe Paint 
II, since it treat their background colour 
as transparent. 

As a result you can overlay text on any 
Deluxe picture very easily. ProWrite 2.0 
is limited to seven colours so that those 
drawn using 16, 32 or 4096 shades all 
lose something of their original quality. 

Images can be shaded, which gives 
the impression of extra colours, although 
using no shading at all can create striking 
images. Shading takes a little time, re¬ 
quiring up to two minutes wait until the 
picture appears on screen. What you 
then see is precisely how the picture will 
look when it is printed. Graphics can be 
re-sized horizontally and vertically on the 
page, although such changes may distort 
the original. ProWrite will also convert 
colour pictures to black and white im¬ 
ages. 

You can edit text either by using the 
mouse and pulldown menus or sensibly 
chosen keyboard controls which make 
good use of the function keys. Up to eight 
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documents can be open at he same time, 
and you can cut and paste words and 
graphics between them, although the 
number will obviously depend upon the 
amount of memory you have available. 

ProWrite 2.0 can be used as a non¬ 
graphic word-processor, using your prin¬ 
ter’s built-in typefaces in draft or NLQ 
mode. In this mode, you cannot print 
graphics. When ProWrite reproduces on 
paper what appears on the screen, it 
uses the Amiga’s fonts and supplies two 
further ones: Granite 12, which is one 
pixel wide and so looks less dense on the 
page, and Serpentine which resembles a 
handwritten script. 

What impressed me most was that 
ProWrite’s screen updating does not 
slow down when using such bitmapped 
fonts. Even with a document of 6,000 
words the screen display kept up with my 
typing. This is a considerable achieve¬ 
ment. As a comparison, I can stay 30 
words ahead of the screen updating on a 
rival package, Vizawrite. 

ProWrite has all the standard text 
editing facilities: copy, cut and paste, and 
search and replace. It provides an instant 
word count, together with details of the 
number of characters, lines and para¬ 
graphs in a document. 

You can sort paragraphs in ascending 
or descending alphabetical order, copy 
the format of one paragraph to another 
and justify text. Tab spacing is variable 


but line spacing is limited to single, 
one-and-a-half or double spacing. You 
can define headers and footers and 
choose between five different styles of 
page numbering. 

Its mail merge is easy to use. Its 
spell-check, using the main dictionary, 
took 47 seconds (18 seconds from RAM) 
to read a 4,000 word document contain¬ 
ing no mistakes, and 28 seconds (10 
seconds from RAM) using the small 
dictionary. That is not quite up to Word¬ 
Perfect standards but much faster than 
Scribble! 

The program lacks some advanced 


features: no footnotes, no thesaurus, no 
maths facilities and no printing in col¬ 
umns. Nevertheless, ProWrite 2.0 is a 
great improvement over its original re¬ 
lease. It works well not only in colour but 
in monochrome, too. 

Anyone whose demands fall short of 
writing books or long documents involv¬ 
ing calculations would find ProWrite 2.0 a 
very worthwhile purchase. If you need 
word-processing with graphics and multi¬ 
ple fonts, then you should certainly check 
it out. For adding a splash of colour to 
documents it is, at the moment, in a class 
on its own. 

J.W. 



AMIGA 500- 


THE GREAT COVER UP! 



Your swish new Amiga 500 should not 
be subjected to the ordeal of C — coke, 
coffee, crumbs and crips — at least not 
while you are not using it! So the best 
thing to do is cover it up — keep it 
protected by an exclusively designed 
Amiga 500 cover. Each CCI Amiga 500 
cover is tailor-made, to fit the machine. It 
has the official Amiga logo printed in full 
colour on the top and is specialy created to 
give complete protection against dust and 
other damaging substances. It is expertly 
sewn throughout, fully bound and manufac¬ 
tured from very high quality grey supported 
nylon material. 

It has a special mouse pocket and the whole 
cover fits snugly over the complete Amiga 500 
computer, giving it extra protection to help keep 
it in good working condition. 

The Amiga 500 cover — only £7.99 inc. p&p. 


Commodore Amiga User International 

40 Bowling Green Lane, London EC1R ONE 
I enclose cheque/P.O. No. 

for the amount shown above payable to ‘Croftward Ltd’ or please debit 
my ACCESS account No. 


Signature 


Expiry date 


Buy 

ONE 

A JOIN.! 


Name 


Address 


Telephone Number 


Please allow 28 days for delivery. 
























































— all at your fingertips in a new 
slideshow utility. Peter Lee finds out 
just how special its effects are... 


I f the recent influx of specialist soft¬ 
ware is anything to go by, the Amiga 
is busily carving a niche for itself as 
the prime computer for serious video 
work. Its cheapness compared to dedi¬ 
cated consoles, the superb quality of its 
graphics and ease of use, all add up to 
the perfect tool for video presentation. 
The trouble is that all these powerful 
graphics packages are arriving piece¬ 
meal; you find yourself needing one 
package to do one thing, then another to 
do something else. The perfect package 
has yet to be produced. Meanwhile, 
users have to add to their libraries of 
utilities each new program which boasts 
something the previous one did not 
have. 

This is true of TV^Show; its many 
screen transitions and effects are mar¬ 
vellous tools; something very special 
but still only one facet of video presen¬ 
tation. At its barest, it is a highly 
sophisticated slide-show program; at its 
best it allows you to compose a script for 
displaying images with some very pro¬ 
fessional wipes and transitions from one 
screen to another, wth the added at¬ 
traction of moving brush effects. 

TV^SHOW is produced by the Zuma 
group and comes on a single unprotected 
disk, making a backup and transfer to 
hard disk possible, together with a 
manual in paperback-book form. Al¬ 
though the program will work adequately 
with 512K memory, to gain best results 
Zuma recommend a minimum 1 Meg., 
otherwise you will be limited by the 
number and resolution of screens you 
can work with. Some scripts too large to 
be seen properly from the TV^SHOW 
editor on 512K machines may be playable 


via the smaller Player program. Per¬ 
mission is given for this latter module to 
be freely copied to allow you to send 
your work to friends without breaching 
copyright laws. There are also some 
good hints in the manual to enable users 
with less memory to get the most out of 
the program. 

The disk contains a number of demos; 
nothing really outstanding apart from 
the automatic tutorial, which isagem. It 
is instructive and at the same time 
captures the potential of the program far 
more than any of the simple examples. 
Added to that it uses the computer’s 
speech to actually tell you what is going 
on as it guides you through the various 
menus and icons, flying objects around 



START OF CHEQUERBOARD WIPE 
and pointing to items the voice is 
referring to. Armed with this information 
and ploughing through a text-book of a 
manual which was obviously written by 
a scholar for scholars, it is easy to 
launch straight into the program and 
experiment. 

TV^SHOW scripts are composed of a 
number of ‘events’, which are determined 
entirely from menu choices made with 
the mouse — there are no text files to 


write. This is a mixed blessing, because 
while you can do a simplified text 
printout of the events in a script for 
reference, you have to actually edit the 
show from within the program. I like to 
work with a RAM disk to speed up 
loading of images but having initially 
specified this path while working on 
your script, you have to go through a 
utility program on the TV^SHOW disk 

“Even on my 2.5 
megabyte machine I ran 
into ‘insufficient chip 
memory’ problems” 

which will physically move your files 
from their source to a new destination 
(perhaps DF1:) and automatically re¬ 
write the script to incorporate this new 
path for your images. Moderately incon¬ 
venient but you simply can not edit this 
item in the playback script. 

Another slight and unexpected niggle 
occurred when I loaded a screen as the 
first event, then tried a fancy wipe to 
reveal the next image. Although 
TV^SHOW is versatile — it can display 
PAL, NTSC and overscan images with 
no problem, I found the random dot 
wipe on the first image worked only on 
an NTSC-sized portion of the picture, 
leaving a good 4cm to simply be 
revealed en-bloc at the bottom. The 
other fancy effects were, however, 
trouble-free so it seems like a one-off 
bug. Minor irritations in an otherwise 
highly professional program — and 
nowhere is this quality more evident 
than in the tremendous array of transition 
events available. 
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Once you have specified which screen 
to load, you can choose in which way it 
will reveal itself. There are over 50 
special effects on tap and all give slick, 
smooth and flicker-free results. The 
most stunning of these are the pattern 
wipes; while the old image is still being 
displayed, the new one can emerge a 
portion at a time. For instance there is a 
chequerboard wipe and a highly sop¬ 
histicated random dot reveal which 
builds up the next picture a small piece 
at a time. The various pattern effects are 
not documented in the manual but their 
splendid icons show exactly what will 
happen when selected and experimen¬ 
tation reveals some very cleverl at¬ 
tributes. 

Alongside these powerful features 
there are standard slideshow effects — 
rolls and fades, together with more 
powerful screen wipes which uncover 
the new image across the old one in a 
similar way to the old B-movie wipes 
from scene to scene. Problems can arise 
if you do not use a common palette for 
images wiping over each other. Rolls 
and fades are safe but on some special 
wipes the new screen colours can take 
over before your old image is replaced, 
leaving it looking like the insides of a 
frog. Using pictures of differing resolu¬ 
tions with pattern wipes can also prove a 
handicap and there are guidelines in the 
manual to help figure out which pitfalls 
to avoid. For instance fade works on all 
screen variations with the rider that 
HAM screen might not turn entirely to 
black. There is also some valuable 
information about how to optimise the 
program by tailoring your screen re¬ 
solution and number of colours. Using a 
high-resolution screen of 16 colours 
give crisp text displays but eats up 128K 
of precious chip memory, whilst cutting 
the number of colours to 8 uses 96K. In 
any event the amount of free chip 
memory is vital and even on my 2.5 



END OF VENETIAN BLIND WIPE 
megabyte machine I ran into ‘insufficient 
chip memory’ problems with some 
fancy effects on hi-res screens because, 
although all that ram is available for 
storage, only 512K is usable to actually 
display images from. 

The program also supports colour 
cycling, which can be turned on or off 
anywhere during the script but you have 
to be sure the colours were actually 
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cycling when saved from DeluxePaint or 
the cycle information will not be available 
to TV^SHOW. I must confess I had very 
little success with this particular feature. 

As well as screens, objects can be 
loaded and displayed and as the back¬ 
ground colour is transparent they can 
fly over the previously displayed screen. 
Whilst their appearance can be con¬ 
trolled by the effects menu (you can 
fade them in, have them wipe on and off 
using the many pattern options just like 
a full screen), their actual path across 
the screen is limited. 


“You can have a running 
commentary while the 
show is in progress” 


You have to specify the position in 
which the object (most likely a Deluxe- 
Paint brush or a small area of an 
otherwise all-background screen) will 
come to rest, then decide which portion 
of the screen it will fly in from — top, 
bottom, left, right or any corner. There is 
no actual control of this path other than 
speed, so if you wanted an object to 
circle another, then zoom off, you could 
not do it. Still, this is a slideshow 
program and I am probably expecting 
too much in the way of animation. As I 
said, one program for one thing, another 
for something else...and sq on until 
you either get what you want or go 
bankrupt trying! 

Editing a script is very straightforward 
and is totally icon-driven with the ability 
to move portions, add or delete. If you 
want to add a new screen at the 
beginning of a script, though, you have 
to be a little devious as the insert 
function asks for the event number you 
want your new one to be inserted ‘after’. 
The way I got round this was to insert 
the new event in between 1 and 2 (the 
new event is then automatically 
numbered 2 and subsequent events are 
renumbered), then ‘move’ event 1 to 
‘after’ 2. Your new screen is now labelled 
event 1 and the former start screen is 
number 2. It sounds complicted but it is 
made simple by the friendly editor. 

You are also able to merge already 
written scripts into memory, so building 
up a series of modules a piece at a time, 
then combining them for that big block¬ 


busting display. Key events can also be 
used to good effect, pausing the display 
until a specified key is pressed — at least 
creating a semblance of interaction. 
Whilst it is possible to loop certain 
marked portions of a script in a con¬ 
tinuous carousel, there is unfortunately 
no ‘jump to event’ command, which 
precludes a menu-type program showing 
selected images. 

Perhaps the final touch you will need to 
add is speech; you can have a running 
commentary while the show is in pro¬ 
gress, using text saved as standard 
ASCII files. Practice makes perfect here 
as one event will not end until the 
speech associated with it is completed, 
so it is best to have several small speech 
files rather than one long one. This 
effect can be used either to explain to 
viewers what your images are conveying, 
or act as prompts for you to help outline 
what is coming next — in the case of 
dumping to video tape you could have 
the computer tell you to pause the tape 
and load in script two, for instance. 

CONCLUSION 

Despite its restricted scope — after all, it 
really is simply a slideshow utility — 
TV^SHOW contains effects which are 
new and very useful, especially to the 
video titler, though there is no reason 
why you can not simply build up a 
display of your artwork for screening on 
the computer. The program is at its best 
when using the innovative wipe effects, 
though the palette problem may diminish 
its usefulness with your old screens. 
However, it is no real hardship to 
maintain a standard palette for new 
screens you intend passing to the 
program. Genlock owners will be able to 
realise the program’s true potential for 
overlaying effects on videotape but 
there is still plenty here for other users 
who need the kind of display effects it 
can perform. Business presentations 


One of the greatest stories 
ever told. 
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ANIMATED SLIDESHOW! 

would be well-suited to its capabilities 
and I can see some areas of education 
benefitting from the speak and display 
functions. Check it out with a store 
demo first because, after all, if it does 
what you want, then you will probably 
find it well worth the money. 

P.L. 

Price: £99.95 

Contact: Microdealer — 0908 74000 
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I n contrast to the complexities of their excellent 
Faery Tale Adventure, Microillusions have now 
come up with a game of surprising simplicity. 
Ebonstar takes elements from a few ancient coin¬ 
ops and with a neat vector graphic effect, results in 
a game rather like those oldies Space Wars and 
Stella Castle. A single static grid is the playfield 
throughout the game. Moving at random around the 
grid is a kind of black hole that swallows up 
everything in its range. The object is to destroy the 
void by shooting a bolt of energy straight down the 
maintenance beam projected by the constantly 
circling Arch. Up to four players can be on the grid at 

“The void moves around with 
absolutely mesmerising 
smoothness appearing frightingly 
how one would imagine a real 
black hole to be. The explosion has 
been very well done too, but 
Ebonstar plays at far too slow a 
pace with too little action to create 
the level of excitement it attempts. ” 

one time. The players’ aims are twofold: to destroy 
the hole and also to force each other into its lifeless 
depths. 

Each player controls a ship armed with an energy 
bolt cannon. These repel other ships on impact, and 
so can be used to push other players around. From 
the Arch, drone ships and a few other aliens are 



launched as well as a few extra weapons that can 
be caught by the players. 

Simple games can often be some of the best 
games, but this is not really the case with Ebonstar. 
The void moves around with absolutely mesmerising 
smoothness appearing frightingly how one would 
imagine a real black hole to be. The explosion has 
been very well done, too but Ebonstar plays at far 
too slow a pace with too little action to create the 
level of excitement it attempts. Its music, sound 
effects and most of its graphics are incredibly 
simple, which coupled with the tedious gameplay 
and high asking price make this a bit of a 
non-starter. 



Inside Ebonstar is a great and fascinating game 
dying to come out — unfortunately the black hole 
seems to have sucked away Microillusions’ usual 
brilliance. 

B.V 
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G enetically enhanced super-humans were the 
Earth’s emergency defence force, a kind of 
future SAS. Known as the Obliterators, they 
had been designed to be alert, brave, swift and 
above all, very strong. Alas, all but one have now 
been destroyed during action. When Earth came 
under attack from the most powerful ship ever built, 
there was no choice but to send in that last 
Obliterator. 

Four vital components spread throughout the ship 
are vital to its operation. Removal of these would 
leave it defenceless against Earth’s forces. You, as 
Drak, the last Obliterator must find and remove 
these components before making your escape. 

To be honest, Obliterator is really Barbarian in 
space. As Barbarian was and still is one of the best 
games around for the Amiga, this has to be a good 
point in anybody’s judgement. Over one hundred 
screens make up the play area which uses a flick- 
screen side-on view. A strip of icons along the 
bottom of the screen is used to control Drak. These 
allow our hero to run, pick up, defend, enter, shoot 
and jump. I was a little disappointed to see that 
Psygnosis have not improved their sprite handling 
routines, which are still a little slow and even jerky 
at times. However, this has been disguised and 
compensated by the incredibly dynamic-looking 
animation frames of Drak in action. 


mSbN 





Each room and corridor in the ship is guarded by 
members of an army of semi-robotic creatures. 
Some sit astride android ostritches, others fire at 
you from hovering bucket seats, and others just 
blast you with shoulder-mounted bazookas. Luckily, 
you are not defenceless. Using the defend icon 
when standing sill causes Drak to press himself up 
against the wall, white! defending when running 
initiates and spectacular roll. Four weapons are 
available to Drak. He starts out with a pistol, but the 
more powerful weapons, the rifle, blaster and 
bazooka have to be found. Ammo is limited and 
separate cartridges for each gun can also be found 
dotted about the ship. 

“Six degrees of elevation are 
possible, giving a tremendous 
sensation of power.” 

As you can see, the graphics are superb throughout 
the game, only lacking slightly in variety. Some of 
the best frames can be seen when aiming a 
weapon. Six degrees of elevation are possible, 
giving a tremendous sensation of power. Some 
aliens cannot be destroyed with a pistol and 
require the power of the bigger guns. You would 

expect the ammunition for these to be less abundant, 

but their capacity is also substantially more limited. 
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*? r example, the pistol can hold up to fifty shots, 
wnere as the bazooka can only hold three. 

Typical of Psygnosis, Obliterator is excellently 
presented. A large glossy package houses the disk, 
which when booted treats the player to a beautifully 
shaded animation of Drak showing off his fire 
power. A pixel perfect copy of the cover artwork 
follows before the game starts. A poster of the 
artwork is also included. 

“Obliterator’s spectacular graphics 
are immediately appealing, and 
some of the surprises later in the 
game prolong the attraction. ” 

Obliterator’s one annoying point is that at times, 
Drak ignores your commands and goes off on his 
own rambles, sometimes ending in a fatal collision 
with a baddie. When compared to Barbarian, it did 
not give me such a strong urge to progress, maybe 
because in Barbarian, you knew that the next 
screen or two would bring on yet another new and 
imaginative monster. One improvement it has over 
Barbarian is the facility to save the game at one of 
several set positions. 

There are a few reasonable sound effects during 
the game, but the atmospheric music compensates 
for this unusual mediocrity. Obliterator’s spectacular 
graphics are immediately appealing, and some of 
the surprises later in the game prolong the attraction. 
My advice to Psygnosis is that they spend a good 
deal of time developing their sprite routines. Once 
they have mastered that, they will be capable of 
producing true arcade quality games, which must 
be their ultimate goal. 

Nevertheless, their present release, Obliterator, 
?eeps up Psygnosis’ exceptionally high standards 
and 1 strongly recommend it as a great game to 
have in your collection. 


Jr— m-mt 
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STRIKE FORCE 
HARRIER 


Mirrorsoft’s much 
acclaimed 64 flight 
simulation Strike Force 
Harrier has now been 
converted to the Amiga.. 
Andy Moss tests it in 
flight 

F light simulators are all the rage at the moment. It is 
not hard to see why really, as computers are tailor- 
made for them. Well, you already have a joystick to 
start with and if you just imagine your monitor to be a vdu 
on a flight deck instrument panel, you are nine tenths of 
the way to flyingareal plane! Let’s face it,everyone would 
love to be a real pilot, and for those of us not fortunate 
enough to live near a flying club (not to mention having 
the spare cash) a computer flight program is the next best 
thing. Given that option, we demand that the program be 
as realistic as possible, and given the restrictions of the 
hardware we make certain allowances. Sub Logic’s 
classic FUght Simulator II slowed down to almost 2 frames 
a second when a lot of detail was present on screen, and 
the view from the window of the outside world was fair 
seeing that an 8 bit processor was driving it. We had to use 



our imagination quite a bit to put ourselves into that 
cockpit position. With the advent of 16 bit technology and 
the mighty Amiga our expectations of flying programs 
grew, at last, we would see realistic views and fast 
processing. 

Now Mirrorsoft have released an Amiga version of their 
64 Strike Force Harrier. Would this do our great machine 
justice, and give us all a truly realistic simulation. 

Sadly no. Harrier has once again fallen foul of the great 
conversion disease, and promises more than it delivers. 


Instead of completely rewriting the program from scratch 
and really getting to grips with Amiga software, what has 
been done is a bit of interior design work, tweaked up the 
graphics and improved the sound, (although on my 
version the toggle for the sound on/off did not work). If you 
like the idea of a strategic shoot em up with a flight 

"To reach the enemy HQ, you Hist 
need to destroy the enemy tanks 
surrounding your ground sites. ” 

simulator to boot and have not seen the 64 version then 
Harrier is a worthy buy. Your objective is to bomb the 
enemy HQ which is some 125 miles away, whilst at the 
same time defending your ground sites from enemy 
aircraft and tanks, and advancing your forces accor¬ 
dingly. Of course, the Harrier differs from conventional 
planes in that it can take off or land vertically, which is 
very handy for landing on pretty hazardous terrain. To 
reach the enemy HQ, you first need to destroy the enemy 
tanks surrounding your ground sites. When you have done 
this, you select new site in an adjacent area nearer your 
destination. Of course this site will come under attack 
from new tanks, and these have to be destroyed before 
you can land, set a homing device which automatically 
moves your forces up, and then take off again to another 
sector, of which there are over 512. 

Flying the plane is a relatively simple affair and is 
undertaken by pressing the power button up to around 
80% then on reaching 125 knots pulling back the stick to 
20 degrees and raising the undercarriage. Like all 
modem aircraft, there is a HUD (Head Up Display) which 
is projected straight onto the cockpit window, and gives 
you information on speed, direction and pitch and 
height. There is additional information added in combat 
mode which gives you your bomb sight, the homing signal 
and missile sights. 

My main criticism is the lack of realistic graphics, the 
mountains look like little pyramids, and the cloud cover is 
more like settled snow. The speed however is fairly fast 
and smooth, which is very important and saves the game 
for me. 

Looming on the horizon however are Amiga versions of 
Stealth Fighter, Stealth Mission and Gunship, whilst Sub 
Logics JET has already been released. With such heavy 
weight opposition to contend with it seems to me that 
Harrier has thrown in the towel before the fight has begun, 
which is a shame as it is only the poor conversion which 
has let down a good game design. My advice is to save 
your money for Stealth Fighter, it will not be a long wait. 

AM. 
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Got an Amiga??? The! | 
you’d be crazy to miss out on 
the latest great releases from 
U.S. Gold - all designed to maxe 
the most of the superior graphics** 
and enhanced gameplay which your 
Amiga offers. Get your Kicks today! 


Screenshots taken from various 
16 bit versions. 


wM\T <| 

XajH 




LiJ“l Kj 

M r A u 

joflp) 

































■lbnd their saucy ads, the 
Amiga gets In on some of that 
head-slicing action with 
Barbarian. 

Aiding deep beneath all the 
violence there is a plot 
somewhere: the beautiful 
Princess Mariana (as played by 
the curvey Miss Whittaker) has 
been taken prisoner by an evil 
scorcerer going by the name of 
Drax. He has announced that he 
will set her free if any one man 
can defeat his guardians. Many 
have tried and failed, now you, 
a last hope have arrived to save 
the day. 

Played in one player mode, 
eight swordsmen must be slain 
before you meet up with Drax for 
the final encounter. In the 
familiar fashion of most karate 
games, you have sixteen moves 
available. These include body, 
leg, overhead and flying neck 
chops, head but, kick and web 
of death. The remainder are 
defensive blocks and dodges. A 


two player mode has been 
included for settling 
arguements between friends. 

All your opponents are armed 
as you are with a sword, and use 
the same moves against you. 
Each fighter has a strength level 
which decreases with every blow 


The sounds of skull 
against skull, swords 
through flesh and cries 
of pain are incredibly 
realistic. Turn up the 
volume late at night 
and give the 
neighbours a fright! 

you receive until either player 
colapses, helped on the way 
with a kick from the survivor. 
Where the Amiga version is 
superior to the 64 original is in 
the many sampled grunts, 
groans, thuds and clangs of the 
wild warriors giving it their all. 
The sounds of skull against 
skull, swords through flesh and 
cries of pain are incredibly 












42 AMIGA User International June 1988 




































realistic. Turn up the volume 
late at night and give the 
neighbours a fright! 

In all other departments, 
Barbarian has remained almost 
identical to the 64 version. It 
plays very much like the 
original, which I found to be 
satisfying but lacking in lasting 
interest. No advance has been 
made with the graphics, which 
are a little disappointing. When 
compared to those of Psygnosis’ 
Barbarian they look very simple. 
Animation frames are rather 
more scarce than I would have 
hoped for, especially with half a 
megabyte to play with, and as 
the same sprites are used for all 
the swordsmen. The 
backgrounds the fights are set 
against only surpass the 
originals in terms of resolution. 
Some colour cycling could have 
given a decent flowing lava 
effect on the volcano, and 
perhaps some jeering 
spectators could have been 
included. 

Barbarian is immediately 
playable, even with novice 
computer gamers. Because of 


this and the attention-grabbing 
sound effects, it can be a very 
enjoyable for a quick game now 
and then. The satisfaction 
gained from slaying your 


opponent with a flying neck 
chop makes it worth checking 
out, although twenty pounds for 
a 64 game with added samples 
is rather pricey. 




THE AMIGA 
GRAPHICS 
AND SOUND 
SPECIALISTS 


IMAGINE an Amiga dealer that knows so much about Amiga 
graphics, that even BBC’s “Micro File” asked for their advice. 

IMAGINE an Amiga dealer that always gives detailed 
demonstrations and then checks all systems before they leave 
the premises. IMAGINE an Amiga dealer that will continue 
giving helpful advice even after you’ve handed over your 
money UNIMAGINABLE? THEN IMAGINE TRIANGLE TV - 
THE UNUSUAL AMIGA DEALER 


HARDWARE 


IN STOCK 


THE AMIGA 
MUSIC 
AND MIDI 
SPECIALISTS 

NEW PRODUCT NEWS 
DR.T MUSIC SOFTWARE 

Introducing Midifile compatible software for the A500/2000. These new products 
from DR.T are the most powerful music digital recording systems for the Amiga to 
date. 

“THESE ARE THE TRUE DIGITAL WORKSTATIONS” 

DR.T KCS1.6 

A 48 track digital recorder with M.P.E. Capable of real/step time editing. Cut, paste 
and copy functions. Transpose and quantise. Tempo changes and much, much 
more. 



AMIGA 2000’s 
AMIGA 500’s 
MEMORY EXPANSION 
HARD DISCS FITTED 
GENLOCKS 

RGB — VIDEO ENCODERS 

★ NEW ★ 
FLIGHTCASES 

(in rigidised grey aluminium) 
DIGITIZERS 

TRAINING IN ANIMATION 
AND GRAPHICS 
LEASING AND FINANCE 

Triangle Television 
(Computers) 

130 Brookwood Rd., 
Southfields, 

London SW18 5DD 
Tel: 01-874 3418 
Fax: 01-877 1029 


AEGIS IMAGES 
DELUXE PAINT 2 (Full screen) 
DIGIPAINT (4096 colours) 
DELUXE VIDEO 2 
AEGIS ANIMATOR 
★ NEW AEGIS 3D VIDEOSCAPE 

★ NEW SCULPT 3D 

★ NEW ANIMATE 3D 

★ NEW THE DIRECTOR 

★ NEW PAGEFLIPPER 

TV TEXT 

★ NEW TV SHOW 
PRO VIDEO 

★ NEW AEGIS VIDEO TITLER 
DIGIVIEW (PAL) 
MARAUDER 
DELUXE PRINT 
DELUXE MUSIC 
INSTANT MUSIC 
PAGESETTER/LASER SCRIPT 
CITY DESK DTP 

★ NEW PHOTON PAINT 
MAIL ORDER AVAILABLE 



★ NEWS ★ 

NEW SOFTWARE ARRIVING SOON FOR AMIGA 


As the only dealer of Dr T. for the Amiga, we are pleased to announce the coming 
arrival of new music software. 


★ M.P.E. ★ 

DR.T. KCS 1.6 carries a Multiple Programme Environment. This will allow you to 
run up to 4 programmes at once and to edit accordingly in real time. 


DR.T. Editors 

Edits sound from your instruments and saves them. Yamaha, Roland, Ensoniq 
etc. 


★ MIDI ★ 

Midi interfaces for the A500/2000 are now available. 


★ MORE MIDI ★ 

Courses in midi and music software (ring for details). All products are now on our 
demonstration music video. Costs £9.95. Cassette available £3.99. 


TRIANGLE TELEVISION 

130 BROOKWOOD ROAD, 
SOUTHFIELDS, LONDON SW18 5DD 
TEL: 01-877 1726/874 3418. 

FAX: 01-877 1029 


Demonstration 
available — 
ring Colin 

See us at the Show 
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CROTEXT 


Television based information services 
are proving very popular in many 
countries around the world. Al Meric 
checks out a new package designed to 
make the most of these valuable 
systems 


■■■ he world seems to be getting 
smaller all the time. Not so much 
■ because the different modes of 
travel have become faster but more 
because of the vast improvements and 
advances being made in the field of 
communications and information ex¬ 
change. It is now possible to send a 
document, via an electronic mail system 
to the other side of the world in less time 
than it would take to write out the 
address on an envelope. These tech¬ 
niques are now starting to have an 
impact in our homes and in our lives. 

In the U.K. an example of hi-tech 
information exchange can be seen on 
many television sets — Teletext. This is 
a system by which data is sent in some 
of the hidden lines at the top of a 
television image. These are, in turn, 
decoded by a small unit in the television 
and displayed as pages of information. 
The television's remote control unit 
usually doubles up as a keypad with 
which to pass instructions to the Decoder 
unit. Each of the fourU.K.T.V. channels 
contains several hundred pages of infor¬ 
mation ranging from the latest Dow 
Jones index to a kids jokes page. Most 
European countries also have their own 
Teletext systems. 

One of the few drawbacks with this 
system is that each page of data is sent 


' 

Efforts to establish a worldwide 
standai'd for data connunications 
ai*e threatened by US noves to 
sta'ensthen cortputer security. 

The US Depai’tnent of Defence has 
launched a prosi*anMe called Infosec 
to develop anti-hacker technology. 

But since it is classified only US 
f irns will he able to take pai> t. 

The US governnent and hanks are 
likely to insist that any overseas 
conputers they ai’e linked to also 
use Infosec security devices - 
effectively establishing a Monopoly 
foe their Anerican Makers. 


sequentially, with the more popular 
pages being sent more often. The 
problems arise when a multi-page docu¬ 
ment is being read and the next page 


Teletext Adaptor 


arrives before you have finished reading 
the first. Most units have a hold facility 
but this can often result in missing the 
next page altogether. With a ten page 
document it can become very infuriating 
having read the first two pages and then 
missing one and having to wait for the 
next 9 to pass before you are back in 
sequence. There is now, however, a 
device that will enable Amiga owners a 
number of ways around this problem — 
The Microtext teletext adaptor. 

This is a small unit about the size of a 
modem. It comes with a separate mains 
power supply, a lead to connect up to an 
external monitor, a gender changer (to 
enable the entire Amiga range to work 
with it) and a manual. It connects to the 
Amiga via the Parallel printer port but 
unlike many other devices that use this 
port it also has a pass-through so that 
the printer may remain connected. It is 
in fact possible to have the printer 
working and the Microtext unit sending 
data to the Amiga, via the parallel port 
both at the same time! This is indicative 
of the care and thought that has gone 
into the design of this unit and its 
software. Connection to a TV aerial and 
attatching the external monitor lead to a 
monitor (only required if a separate TV 
pictures is required) completes the 
hardware installation. 

The software is inserted at the Work¬ 
bench prompt and the Microtext icon 
selected. You are presented with a 
requestor asking you which country you 
are in so that the necessary hardware 
and software configurations can be 
made. The system then automatically 
locates any TV signals with teletext 
signals and assigns them the correct 
channel numbers (units for use outside 
the UK will ask for each channel 
number). This information is then saved 
to disk and you will not be required to 
enter it again unless you specifically 
request to. At this point you will be 
rewarded with teletext page 100 of 
channel 1. 


Channels may be changed with one of 
the drop down menus or via the T keys. 
Pages may be selected in one of four 
different ways: by entering a new three 
digit page number with the numeric key 
pad, by clicking on either the ‘+’ or < —’ 
gadgets which will take you to the next 
or previous page respectively, by clicking 
at any page reference that may be on the 
screen or finally by selecting one of the 
‘Fastext’ options at the bottom of the 
page. Most people will not have heard of 
Fastext nor used it as it is only just 
starting to make an appearance on 
televisions. It is a system where the next 
few pages that you are likely to want to 
view are automatically received while 
you are still reading the main page. They 
are then instantly available should you 
require them. 

“It also has, however, 
many options that 
conventional systems do 
not provide.” 

All the usual facilities provided by a 
TV teletext system are provided inclu¬ 
ding; reveal, hold, subcodes, etc. It also 
has, however, many options that conven¬ 
tional systems do not provide. It is these 
that make the Microtext system so 
versatile and which help to overcome 


Chi PaaelSl Display 

Delay for 88:62/88 
CJn3 PasrelSl Save as IFF 

Ch3 Paarei52 Save as IFF 

Chi Pagel99 Speak 

Enter 1 channel No : - II 


Repeat] iScreenToBackj j Au toRunj 


Saves Dpav/ei' 


some of teletext’s shortcomings. An 
overview of Microtext’s special facilities 
follows: 
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ITEST DRIVE! 


MICROTEXT 


Review — The last sixteen pages 
received are automatically stored in the 
Amiga’s memory and can be instantly 
recalled at any time by selecting the 
review gadget. 

Speak — Pages of information can be 
read out by the Amiga’s built in speech 
facility. The Microtext software, however, 
pre-processes this information before it 
passes it to the Amiga to sort out words 
and phrases like ‘Mr’ and ‘USA’ which 
would otherwise be incorrectly inter¬ 
preted. 

Save/Load — Pages may be saved to 
disk in a compact format (over 800 
pages per disk) suitable for reloading 
into Microtext or in a format suitable for 
editing etc., by IFF compatible art 
packages such as Delux Paint. 

Print — Pages may be printed out as 
they appear on the screen using a 
graphic screen dump option or as text 
only. The text only mode has the 


makes the Microtext 
good buy — Program 
feature it is possible 
system to automatica 
sequence of paaes at 


“It is possible to program 
the system to 
automatically run 
through a sequence of 
pages.” 

advantage of being much quicker and 
will work with any printer regardless of 
whether or not it has any graphic 
capabilities. 


io$e. Variabi 


“It is also possible to use 
the Microtext system as 


a TV tuner. 


Of the above modes; Review, Save/- 
Load and Print could all help to alleviate 
the problem of missing pages I men- 
tioned earlier. There is, however, one 
other very special facility included in 
Microiext that has a whole host of 
applications and which on its own 


machine and the Microtext softw 
‘well behaved' it is possible fo 
Microtext system to save pag< 
information to RAM: or disk while 
same time another program runn 
the background, reads in that sami 
and then processes it to produce 


PlOO 


o i < t i i R * 

ORACLE lOO Fri22 A*»»* 


~Z3£8 


Nevis. 

Breaktine .... 120 

Sport ........ 130 

Heather/Travel 160 
A-2 Index .... 199 


Hhat's Hew... 198 


TV Guide ... 
TV Plus 
Hhat’s On .. 
Advertising 
Local Ads ., 


OH CHANNEL 4 ' 

4-Tel Reviews City 
Rock/P or Rac i nsr 

Buzz Kids Holidays 


Sr ox* t 


News 


PlOO CEEFAX lOO Fri 22 Apr 23:18/07 


Newsiiiii«iii101 News •■■■■«(*■ 
Finance ««■*«• 120 f1 nance%« 
Heather and Funtine.. 
Trave 1.....■■ 151 "v Hone f Av 
TV and Radio. 170 TV and Rs 
Full index...199 Full inde 
«por1.300 Sport.... 
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AMIGA BITS & 
BYTES 

The Amiga has now been with us 
for some time. However, due to its 
user friendly interface, many 
users still find themselves in the 
dark when it comes to using the 
CLI and some of its other less 
intuitive facilities. Jorgan Palmby 
has come up with a bag full of 
hints and tips to make your life 
easier. 


A Quick Way into the CLI 

Boot up the Amiga with Workbench in the 
normal way. As the Workbench is a 
program that is loaded, it is possible to 
interrupt the loading process and break 
into the CLI. To do this hold down Control 
and hit the ‘D’ key when the screen 
changes to BLUE (keep the control key 
depressed). 


Two short tips for users of Ruby-View 

1) Try selecting the full frame option 
when sending from the Edit window, this 
speeds things up a bit. 

2) When using the Directory Editor - To 
clear the prompt fields completely ... Try 
CTRL SHIFT 2 (ie CTRL @). 


Hidden Messages 

Hold both the SHIFT and ALT keys then 
press each of the F keys. At the SAME 
TIME watch the title bar. Next hold down 
both sets of SHIFT and ALT and also FI. 
Then with your third hand put any non 
Workbench in DFO: and watch the title 
bar. 


Faster BASIC 

Like many BASIC systems, the Amiga- 
Basic has a few oddities that can be 
exploited to speed up your Basic prog¬ 
ramming. 

1) NEXT is faster than NEXT n 

2) Multistatement lines are faster than 
commands on separate lines, ie FOR A 
= 1 TO 10 : PRINT A; : NEXT 


3) INTEGER numbers are very fast, why 
use floating point for loops? You may 
have to do a bit of scaling but the speed 
improvement is well worth it. 

4) REMS are big trouble. If they are on 
their own line they are very slow. Howev¬ 
er, if you use the ’ as a REM then beware 
that is even slower! 


Making space on the Workbench disk 

There are lots of utilities that are avail¬ 
able on the various PD library disks and 
you may want to install some of them on 
your system disk. You will find that the 
system disk (Workbench) is very nearly 
full, so you will have to get rid of some 
files on it to make a bit of room. You must 
be careful as to what files you delete, as 
the Amiga operating system makes use 
of a fair number of them, so delete the 
wrong files and you might get a nasty 
message! Here is a list of files that you 
can delete without too much bother or 
worry. 

In the C directory you can delete any 
files as long as YOU or another PROG¬ 
RAM do not need them. Likely candi¬ 
dates for deletion are: ED, EDIT, DIS- 
KCHANGE, FILENOTE, JOIN, 
PROMPT, PROTECT, RELABEL, SAY, 
SEARCH, SORT and WAIT. The DE¬ 
MOS directory can be completely 
erased, as it only contains the four demo 
programs. The DEVS directory has 
several areas ripe for pruning but take 
great care as it also contains many files 
that are vital to the operating system. 


O.k. to delete are: Keymaps, delete all 
bar those you use. For example, I only 
use the USA 0 and the UK keymaps. All 
the files in the Printers sub directory can 
be deleted except for the ones that you 
use. Likewise in the fonts directory. 
Leave the LIBS directory alone. The 
System directory also has some files 
that can be erased. GRAPHICDUMP, 
ICONED, SAY, and CLOCK can all go. 
Keep the T and TRASHCAN directories 
as they are small and useful. In the 
Utilities directory there are two files, 
NOTEPAD and CALCULATOR. If you 
don’t use them they can both be deleted. 
If you delete all these files you could 
recover as much as 400K of disk space, 
so it is well worth the effort. 

N.B. ONLY WORK ON A COPY OF THE 
SYSTEM DISK. YOU WOULD LOOK 
VERY SILLY BEGGING A NEW COPY 
OFF SOMEONE IF YOU MESSED IT 
UP! 


External Drive disable 

There are some programs that do not like 
external drives being attached. This is 
sometimes due to the memory that the 
disk needs for its buffers or due to some 
clever anti-copy protection. Whatever the 
reason, it can sometimes be useful to 
turn the disk off, especially if you only 
have a 512K machine. The solution ... fit 
a switch in series with pin 21 of the disk 
lead. This is the dfl: select line. If you 
have more than one external drive then 
the other select lines are pin 9 for df2: 
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and pin 20 for df3. Once the drive has 
been allocated you will need to reset the 
Amiga if you want to remove it from the 
system, this is the only simple way of 
deallocating the memory for it. 

NOTE - ANY MODIFICATIONS TO THE 
AMIGA OR ANY EXTERNAL HARD¬ 
WARE MAY INVALIDATE YOUR WAR¬ 
RANTY - SO BE CAREFUL. 


Disk Errors 

If you are ever unfortunate enough to get 
the System Message “Read Error Can’t 
Validate Disk” you may no longer be able 
to read any data on that disk . . . and that 
could be a disaster. However, using a 
good Workbench disk enter the following 
commands in the CLI and it might save 
the day: 

MAKEDIR RAM:1 
COPY DF0:1 RAM:1 ALL 
ASSIGN L: RAM:1 

This will force the Amiga into using the 
disk validator that you have just put into 
the RAMdisk. If you are lucky you will be 
able to read your disk long enough to be 
able to MAKE A COPY! 


Where are you? 

If you can not remember where you are 
in a directory tree, just use the CD 
command 
CD (cr) 

The syntax of the returned message is 
<diskname> <sub-dir1> <sub-dir2> 


Serial Port Initialisation 

At some time you are likely to want to set 
up the serial port from the CLI. This is 
very easy, just Type RUN SER: this will 
set up the port to allow data to be passed. 
NOTE: to run some programs you may 
need to reset the Amiga if you have RUN 
SER: 


Printer Cables! 

If you buy a printer cable BEWARE! 
Make sure that it is for the Amiga. The 
Amiga has +5V on pin 14 and many 
printers will Ground this pin, thus shorting 
out the Amiga’s PSU. Be especially 
careful of IBM printer cables. 


Shorter Copy Commands 

There is a way to enable several files to 
be copied at once instead of using a 
separate copy command for each file. 
COPY DFO:C/ECHO|FAILAT|COPY TO 
ram:c 

The ‘|’ (found on the key to the left of 
BACK SPACE) acts as a file separator 
and the COPY command acts on each 
file in turn. 


File Protection 

It is very easy to prevent the accidental 
erasure of files. It is also possible to set 
other forms of protection on them as well 
if you wish. The command to do this is 
PROTECT, the options are: 

R=Read 
W=Write 
E=Execute 
D=Delete 

The command syntax is - PROTECT 
<file-name> [R] [W] [E] [D] 

So to make a file ‘read and execute only’ 
use the format: 

PROTECT filename RE 

This will prevent the file being written to 

or deleted. To allow the file to be written 

to or deleted use: PROTECT filename 

RWED. 


Editing and the CLI 

If you call the editor ED or EDIT when 
working from within the CLI, you will find 
that the CLI will no longer respond to 
commands. There are two ways to over¬ 
come this: 

1) OPEN a new CLI window by typing 
NEWCLI in the current CLI. 

2) Use the RUN command to start the 
EDIT or ED program as a separate task. 
This will leave the CLI active. The syntax 
is: 

RUN ED <filename to edit> 


Emergency Mouse 

Sometimes the mouse can be a hindr¬ 
ance, especially if you are using a 
keyboard intensive program, i.e. a word- 
processor. The following keystrokes will 
emulate the mouse and would also be 
useful if your mouse died! 

Pressing the left or right Amiga key and a 
cursor key will move the mouse pointer in 
the direction of the cursor key. Holding 
down the shift key at the same time will 
increase the speed at which it moves. 
Pressing the right Amiga and Alt keys 
together is the same as pressing the 
Right mouse button. Pressing the left 


Amiga and Alt keys together equates to 
the Left Mouse button. 

To answer a requester, press the left 
Amiga key and V to RETRY or press the 
left Amiga key and B to CANCEL. 


Speeding up DOS 

Because each DOS command has to be 
loaded from disk EVERY time it is used, it 
would make sense to put the most 
commonly used ones into the RAMdisk 
but still retain access to the others on the 
system disk. To do this create the follow¬ 
ing short execute file with: 

ED s/Fastdos 

Then enter the following lines: 
echo “Installing FastDos” 
makedir ram:c 

copy sys:c/cd to ram:c quiet 
copy sys:c/copy to ram:c quiet 
copy sys:c/delete to ram:c quiet 
copy sys:c/dir to ram:c quiet 
copy sys:c/endcli to ram:c quiet 
copy sys:c/info to ram:c quiet 
copy sys:c/newcli to ram:c quiet 
copy sys:c/run to ram.c quiet 
copy sys:c/type to ram:c quiet 
copy sys:c/install to ram:c quiet, 
echo “file copy done” 
path reset 
path add ram:c 
path add sys:c 
assign c: ram:c 
echo “system installed” 

Next press ESC and then X to save the 
file to disk. You may add or delete files to 
the above and adjust it to suit your 
needs. Make sure, however, to keep an 
eye on the size of the RAMdisk, especial¬ 
ly if you use it for other things. 

To activate Fastdos enter: EXECUTE 
Fastdos 

You can add this command to the startup 
sequence if you always want it to be 
activated. 


Tips were compiled from many sources 
including . . . Soley Sixty-Four, Micronet, 
CCI, AUI, Compute! books, Abacus 
Books, IPCUG, CBM reference guides 
. . . and more. 


J.P . 


Quote of the month 


“We’re still in negotiations and all 
that’s really been decided is that 
nothing can be decided until July. 


Philip Breindel — Marketing man¬ 
ager, Burocare Computer Systems.” 

C.T.W. 
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VECTOR GRAPHICS 

Most Amiga owners will have used 
one of the amazing art packages 
currently available. There is, 
however, another side to graphics 
— Les Cooke te"° a " 


T here are two different systems 
used for drawing graphics on a 
computer: bit-mapped graphics 
and vector graphics. Bit-mapped gra¬ 
phics is the method used by the majority 
of home computer applications. Most 
main-frame applications, however, use 
vector graphics. For example, ‘CAD*.— 
Computer Aided Design. This is a 
system in which the designer has 
abandoned his traditional drawing board, 
pencils and paper and has taken up a 
screen, mouse and stylus instead. The 
designer now draws his design ‘on a 
computer’, rather than on a sheet of 
paper. Among the advantages of such a 
system is that the picture can be 
changed easily. Lines can be erased, 
moved, rotated, copied. Such operations 
are not restricted to just lines; complete 
parts can be treated in the same way 
Furthermore, the picture will be able to 
be drawn on different graphic devices 
(such as screens, plotters and matrix 
printers) without its overall SHAPE 
changing — although its SIZE may. 

In a bit-mapped system, the informa¬ 
tion held internally to represent the 
picture is a matrix, or grid, or bits. The 
size of the matrix depends on the 
particular computer, the resolution 
required and the number of colours 
required in the picture. The more colours 
required, the more bits are needed to 
describe each position in the matrix. On 
the Amiga, the matrix is 320 wide by 200 
deep for low resolution pictures, 640 by 
200 for medium resolution and 640 by 
400 for high resolution. These figures 
are applicable to screens that conform 
to the NTSC television standard. For 
screens that conform to PAL standards, 
the depths become 256 and 512. The 
depth of the matrix is tied to the number 
of lines scanned by the particular 
television standard. 

One of the disadvantages of the bit¬ 
mapped system is that the appearance 
pf the picture can alter according to the 
physical characteristics of the screen 
being used. This manifests itsefl on the 
Amiga as the unused portion of your 
screen when showing a picture generated 
with American television standards in 
mind. Using a matrix with a depth of 200 


fills a screen working to NTSC standards 
(in low or medium resolution), but it 
does not fill one working to PAL 
standards — that requires 256. 

“Any picture can be 
constructed from lines, 
even curves, as these 
can be broken up into a 
number of small straight 
lines.” 

A vector graphics system overcomes 
this kind of deficiency by storing com¬ 
pletely different information. Any picture 
can be constructed from lines, even 
curves as these can be broken up into a 
number of small straight lines. These 
lines are, to over-simplify, known as 
vectors and it is from this that the 
method is named. It is these vectors that 
are stored in a vector graphics system. 
The information describing the vectors 
is completely independent of the screen 
on which the picture will be shown and it 
is this that gives the vector system one 
of its advantages over the bit-mapped. 
Let us look at this in more detail. 


Pictures are constructed from basic 
building blocks. These are called ‘primi¬ 
tives’. Different systems will implement 
different sets of primitives but most of 
them will include the following: MOVE, 
LINE, ARC, AREA, MARKER and TEXT. 

MOVE positions the ‘pen’ at a given 
position on the grid. LINE draws a line 
between two points on the grid. ARC 
draws a curve, AREA causes an area 
bounded by LINEs or ARCs to be filled. 
MARKER draws a specified symbol at a 
point and TEXT draws a string of 
characters. Note that ARC, MARKER 
and TEXT may be further broken down, 
internally into numbers of lines. 

“A segment is a bundle 
of primitives that share 
the same attributes and 
that can be manipulated 
in one operation.” 

Each primitive can have an attribute 
associated with it. An attribute is some¬ 
thing that controls the way in which the 
primitive is drawn. They are used to set 
colour, line width and line type (dotted, 

continued on page 50 
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VISA 


BYTEBACK 


THE 


's4mR£4 < 


SPECIALIST 


BEST PRICES FASTEST DELIVERY! 


GAMES 


ONLY 


ONLY 


GEE BEE AIR RALLY .£13.95 

BMX SIMULATOR .£10.45 

BUBBLE BOBBLE .£13.95 

SEVEN CITIES OF GOLD .£10.45 

FLINTSTONES.£13.95 

STRIKE FORCE HARRIER.£16.95 

SIDEWIDER.£6.95 

COMPUTER HITS (4 game pack) £20.95 

RETURN TO ATLANTIS .£16.95 

FERRARI FORMULA I.£16.95 

ROLLING THUNDER .£16.95 

JET.£37.50 

VAMPIRES EMPIRE .£13.95 

THUNDERBOY .£11.50 

COGANSRUN.£11.50 

STRANGE NEW WORLD.£11.50 

STAR WARS.£13.95 

WINTER OLYMPIAD.£13.95 

DESTROYER.£1695 

GALACTIC INVASION .£16.95 

XENON.£13.95 

GARRISON .£16.95 

KING OF CHICAGO .£20.95 

Backlash.£13.95 

Testdrive.£16.95 

Chessmaster2000 .£16.95 

Tetris . £13.95 

Crazy Cars.£16.95 

Mean 18 Golf.£16.95 

Discovery .£29.95 

Insanity Fight.£16.95 


Mission Elevator 

Firepower . 

Space Ranger. 

Marble Madness 

Goldrunner . 

Barbarian . 

Sky Fighter . 

Karate Kid II. 

Flight Simulator 2 ... 

ARKANOID . 

TIME BANDIT . 

GOLDEN PATH .... 
OBLITERATOR .... 

BALL RAIDER . 

POWERPLAY. 

ROADWARS . 

Eagles Nest . 

Dark Castle . 

Kikstart 2. 

Terramex. 

Karting Grand Prix .. 
Hunt for Red October 

Feud. 

Leviathon . 

Ninja Mission. 

Starglider . 

Leaderboard . 

Terrorpods . 

Super Huey . 

Hollywood Poker ... 
Silent Service. 


. £13.95 
. £16.95 
. £6.95 
. £20.95 
. £16.95 
. £16:95 
. £10.54 
. £16.95 
. £34.95 
. £16.95 
. £13.95 
. £13.95 
. £16.95 
. £13.95 
. £13.95 
. £13.95 
. £13.95 
. £16.95 
. £6.95 
. £13.95 
. £6.95 
. £16.95 
. £6.95 
. £13.95 
. £6.95 
. £16.95 
. £16.95 
, £16.95 
. £13.95 
, £13.95 
, £16.95 


ADVENTURE AND STRATEGY ONLY 


ONLY 


KING OF CHICAGO 

Bards Tale. 

Uninvited. 

Sinbad . 

Aegis Arazoks Tomb 
Balance of Power .. 

SDI. 

Guild of Thieves ... 
Borrowed Time .... 


. £20.95 SHADOWGATE .£16.95 

. £16.95 DejaVu.£20.95 

. £20.95 Defender of the Crown .£20.95 

. £20.95 Faery Tale (New low price).£20.95 

. £18.50 Gnome Ranger.£10.45 

.£20.95 Hacker lor 2.£16.95 

. £20.95 The Pawn .£16.95 

. £16.95 Tass Times in Tone Town .£16.95 

,£16.95 Kings Quest 3 Pack! .£18.50 


ART AND MUSIC 


ONLY 


ONLY 


Digiview (2.0 PAL) . 

.. £159.00 

Digiview Adaptor . 

.£18.50 I 


Sculpt 3d (PAL) . 

... £59.00 

Animate 3D . 

.£99.00 I 


Digipaint (PAL) . 

... £45.00 

Instant Music. 

.£16.95 1 

Aegis Animator/Images. 

... £77.50 

Aegis AudioMaster . 

.£34.50 I 

■M 

Aegis Impact . 

... £47.50 

Aegis Video Titler. 

.£79.00 I 


Aegis Draw Plus. 

.. £138.00 

Aegis Videoscape 3D. 

.... £107.50 I 


Deluxe Paint 2 . 

... £52.50 

Deluxe Print. 



Deluxe Video. 

... £89.00 

Deluxe Music Con. Set ... 

.£52.50 I 


Aegis Sonix. 

... £45.00 

Aegis Artpakl . 

.£18.50 1 


UTILITIES AND BUSINESS 

ONLY 


ONLY I 



Organise. 

Softwood Write & File 

K-Data . 

Word Perfect (4.2) ... 


. £75.00 Scribble 2 .£75.00 

. £75.00 Softwood File 2 .£75.00 

. £37.50 SuperBase Personal .£79.00 

£175.00 SuperBase Professional.£199.00 


LANGUAGES 


ONLY 


ONLY 


MCC Pascal.£69.00 Lattice C (4.0) .£129.00 

Cambridge Lisp .£112.50 MCC Toolkit .£2900 

MCC Assembler.£52.50 K-Seka .£3750 

Modula 2 Standard .£79.00 Modula 2 Developers.£119.00 


ACCESSORIES 


ONLY 


ONLY 


MEDIA BOX - Holds 150 Disks, compact and stackable. 

Locking Disc Box (40).£11.00 Locking Disk Box (80) . 

3.5ini Disks DS/DD (x 10).£12.00 Amiga Keyboard cover 

Furry Mouse Cover. £7.50 Mouse Mat. 

Joystick/Mouse extension . £4.95 Quickshotll 


WIZ Card Controller . £4.50 

Suncom Joystick . £6.50 


Quickshot II plus . 
Quickshot II Turbo 


, £17.50 
, £14.00 
, £9.00 
£7.50 
£8.0G 
£ 11.00 
£13.00 


All Prices include VAT and FIRST CLASS POST 
All Stock Items sent by RETURN OF POST 
Telephone (0636) 79097 for 24 HOUR Credit Card Hotline! 
Send Cheque, Postal Order or Credit Card details to: 


BYTEBACK 


Dept CCI. 6 Mumby Close 
Newark. Notts. NG24 1JE 



Desk Top Video 


VIDEOSCAPE 3-D 

Sophisticated real time or single step 
3D animation, selectable camera 
viewpoint, focal zoom length and 
light source. Diffused and specular 
light surfacing. Multiple colours in 
any of 4 resolutions including over¬ 
scan. Import IFF pictures as fore¬ 
ground or background, save results 
in IFF. Object library included. 



C******** A**f*‘f* , *\ **€**♦*%* 



VIDEOTITLER 

A powerful titling package using 
Amiga fonts and multicolour fonts. 
Poly-font system caters for stretching, 
rotating and precise manual kerning. 
Effects include neon glow, 3-D block, 
thin/fat edge, emboss and balloon. 
Slide show transitions (manual or 
automatic) include wipe, fade, diss¬ 
olve, checker, random, diamond, 
burst and zig-zag. Many more 
features. 


ANIMATOR/IMAGES 

2-D animation with special features 
including controlled movement of 
objects, metamorphic changes from 
one shape to another, cel ‘flipping’ 
and colour cycling. Create 32 colour 
backdrops with the powerful ‘Images’ 
paint package. 




IMPACT 

Create graphical presentations inclu¬ 
ding bar, line and pie charts and 
scattergrams. Area charts can be 
stacked, overlapped, horizontal or 3- 
D. Combine charts, tables and icons 
with lines, circles, rectangles, arcs 
and text. Animate the output and 
record to video or take prints or 
slides. 


Design 



DRAW PLUS 

A multi-layer drawing system for 
designers and architects. Features 
include different drawings in different 
windows, multiple colours, multiple 
zoom, 1/IOOOth accuracy, gridsnap, 
data snap, auto-dimensioning, roun¬ 
ding, smoothing, ellipses, and many 
more. User creatable parts libraries. 


For your nearest dealer call: 

HB Marketing Ltd Brooklyn House, 
22 The Green, West Drayton, 
Middlesex, UB7 7PQ 


on: 0895 444433 
FAX: 0895 441962 
TLX: 934689 HBMK 






































































































































































VECTOR GRAPHICS 

dashed, etc). Text size, angle and type 
are specified by attributes. 

Groups of primitives can be bundled 
into segments. A segment is a bundle of 
primitives that share the same attributes 
and that can be manipulated in one 
operation, if you wanted to draw a 
widget, you would use a number of 
primitives (lines and arcs) to do so. 
Suppose you now want to turn this 
widget through 180 degrees. If you had 
packaged all the primitives used to draw 
the widget into a segment, you could 
achieve this by turning the segment 
through 180 degrees in one operation 
rather than by operating on all the 
primitives separately. If you want another 
widget you can simply copy the segment. 

The picture can be built from any 
number of segments, each segment 
having its own unique identifier and 
characteristics. 

All you need now is a system to 
specify where the primitives and seg¬ 
ments are going to be placed. To do this 
Vector Graphics provide you with a 
coordinate system. This is usually a 
system where any point is described by 
its horizontal and vertical position. 
Imagine a piece of graph paper with a 
grid runing from 0 to 100 in both the 
horizontal and vertical axes (directions). 
The middle point of that grid would be 
described as location 50,50. The co¬ 
ordinates used in vector graphics are 
often known as ‘world coordinates’ and 
the area covered by the world coordin¬ 
ates is usually called the ‘window’. Try 
not to confuse this ‘window’ with the 
[ windows you open up on the Amiga. 
Although they have similarities, they are 
quite different. The coordinate system 
usually specifies the horizontal position 
first, followed by the vertical. 

“Bundled primitives can 
be treated as one ‘super 
primitive’.” 

OK, let us draw a red square with 
vector graphics, bundling all the lines 
together so that the entire square is one 
segment: 

1) set world coordinates 0 to 100 in the 
horizontal and vertical axes; 2) set red; 
3) open segment ‘SQT; 4 move to 
position0,0;5) LINEto0,100;6) LINEto 
100,100; 7) LINE to 100,0; 8) LINE to 0,0; 
9) close the segment. 

Does this draw a square? No. It draws 
a rectangle. The reason for this is that 
most screens are not square and al¬ 
though you specified the same coordinate 
range in both the horizontal and vertical 
axes, the length of those axes is not the 
same. Thus you get a rectangle whose 


aspect ratio (ratio of height to width) is 
the same as that of the screen on which 
you drew the picture. 

To avoid this, a method is given so 
that you can control the aspect ratio of 
the area covered by the world coordin¬ 
ates. This area is usually called the 
‘viewpoint’. To ensure that a square is 
produced by the preceding example 
you must set this aspect ratio to 1:1 
before defining the world coordinates. 

Now we will go over it again, but this 
time starting from the top. First, you 
define a viewpoint. This establishes an 
area on the screen in which you will 
draw your picture. You can specify the 
size and aspect ratio of the area and the 
position it will occupy on the screen 
(perhaps you want the area in the top 
right of the screen only). 

Next you define a window. This 
overlays an imaginery coordinate system, 
or grid, over the viewpoint. You will use 
it to establish the position at which parts 
of the picture are drawn. 

Now you can draw your picture using 
primitives. You can bundle the primitives 
into a segment so that the bundled 
primitives can be treated as one ‘super 
primitive’. You can control colours, line 
thickness, line type and text styles with 
attributes. 

While you were issuing all those 
drawing instructions, the vector graphics 
system was building up a string of data 
in storage that contains an encoded 
form of the drawing instructions you 
have issued. This is called a ‘metafile’ in 
some systems. 

For example, suppose you issue: 
MOVE 0,0; LINE 0,100. The internal 
representation of this might by X’AI 
0000 0000 A2 0000 0064’ where ‘A1 ’ and 
‘A2’ are MOVE and LINE respectively 
and the pairs of half words are the 
horizontal and vertical coordinates. 

When you come to show the picture, 
the metafile is scanned by the system, 
the individual drawing instructions are 
interpreted and the required primitives 
are drawn by turning on the appropriate 
bits in a bit map — a process known as 
‘rastering’. The bits in the bit map will 
control the ‘pixels’ on the screen. You 
might think we have gone to a lot of 
trouble just to end up with a bit map but 
unless you are drawing to a plotter or a 
directed beam screen, both of which 
can understand drawing vector com¬ 
mands, this step is necessary. 

This method allows the picture to be 
shown on different types of screen, 
provided that the system has enough 
information about the screen to enable 


it to construct a bit map that matches the 
screen’s requirements. It needs to know, 
amongst other things, the width and 
depth of the screen and the number of 
pixels per inch in the horizontal and 
vertical directions. On some mainframe 
systems, the screen does have this 
ability to tell the graphics system this 
information. With it, the system will be 
able to ensure that your square will 
always be a square regardless of the 
type of screen it is shown on. In 
addition, it can ensure that your square 
is always, say, 4 inches square. 



In addition, the metafile allows easy 
and rapid manipulations on the entire 
picture, a segment, or just one primitive. 

If your original window coordinates 
were 0 to 100 in both directions and you 
changed them to 0 to 25 in both 
directions maintaining the same sized 
viewpoint then, when you output the 
picture again by re-scanning the metafile, 
the effect would be to zoom in on the 
lower left corner of the picture. Similarly, 
you could zoom out by giving the 
window coordinates a larger range, pan 
across the picture, or scroll up or down. 

Segments and primitives can be 
changed by adjusting the coordinates of 
those internal drawing instructions that 
relate to the segment or primitive. This is 
achieved by applying a transformation 
to those coordinates that ‘draw’ the 
primitives which make up the segment. 
A transformation is just a mathematical 
process that is very handy for this kind 
of manipulation. A transformation can 
be used to enlarge, rotate, move, flip, or 
shear a segment or primitive. 

Which is best, bit-mapped or vector? 
It depends what you want to do. For 
interactive ‘technical’ graphics, which 
tend to require two dimensional and 
three dimensional transformations — 
vector graphics. For ‘art’ graphics, with 
their dither area fills and perspective 
shading — bit-mapped. In an ideal world 
a software package would combine the 
two but in the real world it looks as 
though if you want the benefits of vector 
AND bit-mapped then you are going to 
have to dig deep into your pockets and 
buy a program for each. 

LC. 


50 AMIGA User International June 1988 


























TIMESOFT 

35 LONDON ROAD, TOOTING SW17 9JR 
Tel: 01-685 9849 


ARCADE 


Arkanoid . £22.95 

BMXSIM . £7.50 

Bubble Bobble. £14.95 

Back Lash . £14.95 

Crack . £14.95 

Ferrari FI . £18.95 

Flintstones . £14.95 

Foot Man . £12.00 

Goldrunnerll .POA 

Jet. £26.95 

MACH III. £14.95 

Obliterator. £18.95 


Pink Panther. £14.95 

Rolling Thunder. £14.95 

Sidewinder . £7.95 

Strange World . £14.95 

Star Wars. £14.95 

Soccer Supremo . £12.00 

Terramex. £14.95 

Thunderbox . £14.95 

Vyper. £12.00 

Wizball . £18.95 

Wall. £14.95 

Xenon. £15.50 


ADVENTURES/SIMULATION 


Adventure Con. Set ... £12.00 

Bards Tale II .POA 

Battleships . £12.00 

Beyond Zork. £17.95 

Chessmaster 2000 _ £18.95 

Dark Castle. £19.95 

Destroyer. £19.95 

Deja-Vu . £13.95 

Interceptor .POA 

Flight Sim II . £29.95 

Jinxter . £18.95 


Jet. £26.95 

King of Chicago. £22.95 

Return to Atlantis _£19.95 

Shadowgate . £19.95 

Sinbad . £22.95 

Strike Force Harrier .. £19.95 

Spitfire 40 .POA 

Strip Poker II . £12.00 

Tetrius . £14.95 

XR35. £7.50 


UTILITIES 


Analyze . £127.95 

BBS PC . £79.95 

Graphic Tablet. £295.00 

Lattice C ... £109.00 

Lattice C. PRO.£275.00 

LISP . £125.00 

Music Studio . £18.00 


Organise . £79.95 

Publisher 1000 . £175.00 

Pascal. £75.00 

Scribble . £75.00 

TV Text . £75.00 

Zuma Ponts 

1-3. £29.00 each 


WIDE RANGE OF 
IMPORTS AVAILABLE 


ACCESSORIES & HARDWARE 

Pro 5000 Joystick _ £14.95 Disc box (80) . £12.00 

Speed King Joystick .. .£12.00 Mouse Mat . £4.95 

Atari Joystick . £6.95 Mouse Controller _£22.95 

PHONE FOR LOW PRICES ON A500 


Phone orders are welcome 
Please make cheques P/Orders Payable to: 

TIMESOFT 

Phone if you don’t see what you require 




SONIX 

The ultimate music creation and 
control system. Enter notes on a 
staff; combine multiple instruments, 
sample sounds and Audio Master 
files and insert these in your score. 
Use pre-programmed instruments or 
create your own using the inbuilt 
synthesiser. Supports 8 MIDI voices 
with upto 32 channels and 16 MIDI 
patches per channel or 4 Amiga 
voices and 4 MIDI voices. For the 
hobbyist and the serious professional. 


AUDIO MASTER 

Use digitising hardware to load 
samples into Audio Master and alter 
sound, pitch, sample rate, volume, 
octave. Display waveforms, add 
special effects including echo, flange, 
reverse flange, low pass filtering. 
Save modified sounds as 5 octave 
Sonix instruments and use in your 
Sonix creations. Completely IFF and 
RFF compatible. 



▲■•if 

AudioMaster 


Entertainment 



POUTS 


PORTS OF CALL 

A game of skill and mental calculation 
that simulates the world of cargo 
shipping. Become an owner, a sea 
captain, take risks, manoeuvre your 
vessel in and out of well known ports, 
survive storms and compete against 
your friends to see who is the 
financial wizzard. 


ARAZOK’S TOMB 

Ace investigative reporter stumbles 
on an underground connection bet¬ 
ween magical future. Scottish coun¬ 
tryside, ancient history, buried mono¬ 
liths — an ancient city rebuilt in a 
futuristic sinister land of the super¬ 
natural, sinister and deedly....!!!! 



Communication 



DIGA! 

The easy to understand communica¬ 
tions package offering TTY, ANSI, 
Tektronic 4010/14, DEC VT100, and 
DEC VT52 (or write your own). 
Protocols include ASCII, XModem 
(+CRC), YModem (+CRC), Compu- 
serve-B, Kermit and Doubletalk. 
Includes a scripting system for crea¬ 
ting single step automatic log-on. 


For your nearest dealer call: 

HB Marketing Ltd Brooklyn House, 
22 The Green, West Drayton, 
Middlesex, UB7 7PQ 


on: 0895 444433 
FAX: 0895 441962 
TLX: 934689 HBMK 
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Music ' M 

Discover why 
Commodore 
computers are 1 

hitting the hjgh notes 


around the world 


Friday 
June 3 
10am-6pm 


Saturday 
June 4 
10am-6pm 


Programming 

to e ?hVf he 0pportunit y to talk 

who a/ru° USSoftware authors 

It the h ! 6pmg Coi «modore 
at the head of the pack 


^EACH FOR THE STAfig 

T ^e lith Official 

Qx conimodopg 

computer show 

Returning to London with a celebrity supporting cast 

Champagne Suite a„ d Exhibition Centre, Nevotei, Hammer, Lon(lon W6 

Pri riox _ 


Sunday 
June 5 
10am-4pm 


^ S SA SANDERSON 

Olymnin ftniw nn_j... . 


meet 

JANE_ 

Olympic Gold Medallist 
CHat to the big names from Chelsea FC 
$ay Hello to Adam Faith 'A' 
^Mystery guest appearances* 

Business 

Visit the Business World sector th 

company can benefit from 
the power and versatility 
ot Commodore machines 


Games 

Hurry along to the fabulous 
commodore games arcade 


Seeing is believing! This is YOUR 
chance to try it out for yourself! 


Cut the 
queues and 
save £1 per 
head - with 
this advance 
ticket order 


Please supply: 

□ Adult tickets at £2 (save £1). £ -- 

□ Under 16s tickets at £1 (save£1). £ - 

Total £ - 

□ Cheque enclosed made payable to: 

Database Exhibitions 

□ Please debit my AccessA/isa card no: 

□ Access/Visa 

Mill Mill I 1 l. U 1 1 1 ..LI 

Admission at door: Advance ticket orders 

£3 (adults), must be received by 

£2 (under 16s) Wednesday May 25. 


ftcommcxiore 

computer show 


Name .... 
Address 


Novotel 

Hammersmith, London W6 
June 3-5 1988 

Post to: Commodore Show Tickets, 
Europa House, Adlington Park, 
Adlington, Macclesfield SK10 4NP. 


Signed . . . 

PHONE ORDERS: Ring Show Hotline. 0625 879920 
PRESTEL ORDERS: KEY *89, THEN 614568383 
MICROLINK/TELECOM GOLD ORDERS. 72:MAG001 

Please quote credit card number and full address 


+ A464 
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AiRT 

An icon driven programming language 
sounds somewhat unlikely. This is just, 
however, what PDJ Software have produced. 
Les Cooke put it through its paces. 


S ay “goodbye” to complicated com¬ 
mands, incomprehensible instruc¬ 
tions, spleen-venting syntax and 
meaningless mnemonics! Say “hello” to 
‘AiRT’ and programming by pictures. 
AiRT is a programming language that 
uses pictures, in the form of icons, to 
allow you to “write” your program. Each 
picture, or icon, represents a command 
and when a number are put together these 
form an actual program. 

All you have to do to write your 
program is: pick the appropriate icon that 
will perform the function you want, put it 
into the correct position within a gird, 
attach some parameters, repeat the pro¬ 
cess until the program is complete and 
that’s it! No need to remember how to 
spell the commands. No need to worry 
about whether you have matching 
braces, the correct number of parenth¬ 
eses, commas in the right places, or 
whether you have left out any semicol¬ 
ons. All you need worry about now is 
getting the logic right and that can some¬ 
times be easier than the syntax. 

AiRT provides: an animated and talk¬ 
ing demonstration, a manual, an editor, a 
compiler, a print utility, a forms editor, 
some sample programs and a method of 
calling other programs. 

The demonstration is an AiRT program 
itself, using digitzed and synthesized 
speech and animated and interactive 
graphics. It takes you through the basic 
components of AiRT and shows the 
process of creating a program. It ends 
with a sliding-tile puzzle program with 
good sound and graphics. It is a useful 
demonstration and shows that AiRT does 
support a lot of the graphic and sound 
capabilities of the Amiga. Unfortunately, I 
found the synthesized speech unclear 
and had to strain hard to hear what it was 
saying. 

The manual is generally OK but I did 
find Chapter one a little ambiguous. In 
one page, it attempts to explain what a 
program is, the function of a compiler, the 
nature of ‘fields’ and data types and 
structured programming. The rest of the 
manual goes on to describe the parts of 
AiRT in general, followed by Chapters 
describing each part in further detail. 


There is a Chapter that takes you 
through creating, compiling and running 
a small program. This is followed by an 
Appendix that describes each command, 
or icon, in detail. There are a number of 
diagrams to explain the layout of the 
panels used. 

You write your AiRT program with the 
AiRT editor, by placing icons into a grid. 
This grid is divided up into 75 ‘frames’, 
each of which is divided up into 75 ‘cells’. 
A cell is addressed by its frame and cell 
number. This corresponds to a statement 
label in other languages. Each cell can 
contain one icon, or statement, so the 
maximum size of an AiRT program is 

‘In spite of it being a 
pictorial language, 
comments are still 
important.’ 

5,625 icons. Some of the icons are quite 
powerful, so you are not limited to trivial 
programs with AiRT. The icons are 
gathered together in 16 groups, with 
each group containing icons with related 
functions. For example, group 4 contains 
arithmetic operations. 

When you invoke the editor, the first 
thing shown is the frame map, You use 


this to select an empty frame or an 
existing one. After you have selected a 
frame you will be shown a part of that 
frame’s cell map. Each cell is quite large 
so you can see only 25 of the 75 at any 
one time. You can, of course, scroll the 
map. At the bottom of the screen is an 
area showing the icons from one of the 
groups. This area can be scrolled 
through the icons a group at a time by a 
sliding gadget. 

To ‘write’ a statement you choose the 
icon you want by clicking on it and putting 
it into the appropriate position by clicking 
on a cell in the grid. A new screen is then 
displayed to allow you to supply and 
define, the data items that will be used by 
the icon when it executes. In addition, 
this screen gives a brief description of the 
icon’s function, shows which parameters 
are required and which are optional and 
allows a comment to be associated with 
the icon. The comment can be seen 
when looking at the cell map. In spite of it 
being a pictorial language, comments are 
still important. 

This process is repeated until you have 
finished your program. The editor pro¬ 
vides a number of functions: ‘overlay’ 
puts a selected icon onto a cell replacing 
any existing icon - this is the default 
mode, delete removes an incon, insert 
does what it says. A fourth operation, 
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AiRT 

‘collapse’, removes an icon from the grid 
and closes up the gap. At the same time, 
should any icons (such as the ‘jump’ 
icon) contain references to others whose 
cell address has changed, the editor will 
alter the reference to reflect the changed 
cell address. This also happens with the 
insert function. 

All in all, the editor is easy to use and 
contains the required edit functions. 

Compiling is easy. You just click on the 
compile icon (not to be confused with the 
AiRT programming icons). A small win¬ 
dow opens up showing the status of the 
compilation and any errors. Errors are 
also shown in a log (notebook) file. I had 
an error in my first attempt and I found it 
impossible to understand the cryptic 
message. This puts AiRT on a par with 
just about every other language I have 
used. 


Running your program is just as easy. 
You click on the new icon generated as a 
result of the compilation. There is a bit of 
a delay while it gets going but I have 
known worse. 

If you want to print your program you 
just click on the print utility icon. This 
brings up a window that allows you to 
control what is printed. You can choose 
to have a text only print of your program, 
or you can have the icons printed graphi¬ 
cally. The fields defined and used by the 
program can be included, or you can 
have the fields on their own. You can 
print the entire program or just one 
frame. Another option is to print the icons 
sideways in banner mode. 

AiRT provides a ‘forms’ editor and this 
is very useful. It allows you to take an IFF 
picture and lay over it gadgets and areas 
into which text can be entered and/or 
displayed when the program you have 
written is running. The picture is not used 


in any way, it is merely a backcloth to 
enhance the usability and visual appeal 
of your data entry panels. Imagine - you 
can enter data into King Tut’s eyeballs! 
AiRT provides special icons to handle 
these forms. I found it very easy to use. 

Your AiRT program can even call an 
external program. This is provided by a 
mechanism called ‘User Linkups’. Icons 
are provided to use linkups; a load 
Linkup and a call Linkup. The program 
being called must support the same 
parameters structure as ‘C’. Four sample 
linkups are provided: BobLinkup handles 
Bobs - Blitter Objects; FontLinkUp gives 
access to Workbench fonts; SoundLink- 
Up gives the ability to play IFF sound 
files; and MiscLinkUp has a number of 
functions including mouse pointer control 
and chip and fast memory interrogation. 
This Linkup mechanism is very useful 


and proves that AiRT is not just a toy. 

A number of data type are supported 
by AiRT: strings of variable length, small 
(2 bytes numeric), large (4 bytes numer¬ 
ic) and float (8 bytes numeric). A number 
of data items (fields) can be collected 
together into a record which is extremely 
useful. Without the concept of records 
that contain fields of different data types 
file handling would be so tedious as to be 
unworkable. Arrays, however, are not 
supported, a great shame. 

A wide range of instructions are pro¬ 
vided; they are grouped into 16 sets. 
These provide: sequence control (jump, 
repeat and perform); screen operations; 
arithmetic operations; field operations; 
file handling; gadget operations; drawing 
and graphic functins; form operations; 
and linkage to external programs. These 
icons should allow most normal program¬ 
ming tasks to be executed and, in addi¬ 
tion, will allow access to some of the 


special Amiga functions. I was disap¬ 
pointed to see that one or two useful 
instructions were not implemented: 
‘case’, ‘do until’, ‘do while’, ‘do express¬ 
ion’, ‘if then else’. The manual often uses 
the term ‘structured programming’ and 
implies that AiRT will assist in creating 
well structured programs. I find that 
without these constructs, implementing a 
well structured program is often awkward 
and untidy. AiRT does, however, allow 
subroutines by way of its ‘connect’ and 
‘end’ icons. 


‘These icons should 
allow most normal 
programming tasks to 
be executed and, in 
addition will allow 
access to some of the 
special Amiga 
functions.’ 


Is it easy to learn? Yes. Is it easy to 
use? Yes. Can you write a program 
quickly? That depends. It is slower than 
typing the statements of a conventional 
language, provided you are familiar with 
the syntax of that language. If you are not 
familiar with the syntax, AiRT does offer 
advantages. I did find it was slowed by 
frequent disk access but something like 
FACCII would help here. Is it easy to 
read? That depends on you. If you lay the 
program out well, yes but you can make 
a pig’s ear out of it if you really want to. 
Does it make a good programming tuto¬ 
rial. No language, on its own, makes a 
good programming tutorial. After all you 
cannot learn German just by reading a 
German dictionary. You learn the words 
but how and when do you use them? 

I think it is fair to say that an experi¬ 
enced programmer will prefer to stick to 
conventional programming languages. 
That may be partly because we tend to 
prefer to use what we learned first. 
However, someone who is feeling their 
way would probably find AiRT useful. I 
liked AiRT. Not only is it fun to use, it is 
useful as well. What more do you want? 

L.C. 


Price £55.00 


Contact: Amiga Centre Scotland, 4 Hart 
Street Lane, Edinburgh EH1 3RN. (031) 
557 4242. 
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VERSION 2.0 



A Stroke of Graphic Genius. 


A fter two years of incredible graphics 
programs on the Commodore-Amiga, 
is there room for improvement? You bet 
there is! Just take a look at Express Paint 
Version 2.0. It adds a whole new dimen¬ 
sion to professional graphics tools. 

64-Color Extra Half Brite Mode 

What’s so special? Take brushes, the 
artist’s primary tool — Express Paint lets 
you use any image as a brush, even if it’s 
as large as the screen! You can replace 
colors in brushes and even use more than 
one brush at a time, without wasting time 
with disk accesses. 

Explore special effect tools such as 
rotating, distorting, stretching and mirror¬ 
ing. Create double arc curves, loops, half 
circles, arrowheads and unique line pat¬ 
terns. Use spray tools for color ranging, 
smearing, blending and masking. Add the 
power of multiple image locking, giving 
you almost unlimited “undos” for 



changes. In no time, you could easily find 
yourself creating stunning 64 color 
masterpieces like the one above. 


Distributor: HB Marketing Ltd 

Tel: 0895 444433 


Text Processing with PostScript™ 

Most other graphics programs stop 
when it comes to text processing. Not 
here. Express Paint lets you import text 
from your favorite word processor, select 
any font, even Colorfonts™ and place it 



anywhere. Then touch it up with justifica¬ 
tion or styling. You can even flow the text 
into an image of any shape! 

Of course, it wouldn’t be a masterpiece 
if it couldn’t be printed. When it comes to 
output, Express Paint really shines. Not 
only does it support all the major dot¬ 
matrix and color printers including high- 
resolution 24-pin devices, but now Ex¬ 
press Paint supports PostScript for laser 
printing! 


Express Paint Version 2.0 

£ 69.95 

Developed by: 

Professional Automation Resources, Inc. 

P-O- Box 1089, Vancouver, Washington 98666 


Features Found Nowhere Else 

Top it off with some of these unique 
features: prints any image up to six times 
normal size for super posters, prints all or 
selected parts of an image, uses an over¬ 
sized paint canvas for video production, 
provides 64 color Extra Half Brite mode, 
and supports PAL/NTSC video standards 
plus overscan. 

To do your best, you need the best 
tools available. Look to see if you can find 
these tools anywhere else. Even Deluxe- 
Paint™ leaves you empty-handed. 



Express 

Paint 

Deluxe 
Paint II 

PostScript compatible 

Yes 

No 

Reduce/enlarge print 

Yes 

No 

Poster-size print 

Yes 

No 

Vertical page size (pixels) 

Unlimited 

1024 

Horizontal page size (pixels) 

8192 

1024 

Extra Half Brite Mode 

Yes 

No 

Unlimited locks 

Yes 

No 

Multiple active brushes 

Yes 

No 

Text importing 

Yes 

No 

Text justification 

Yes 

No 

Half circles 

Yes 

No 

Arrowheads on lines 

Yes 

No 

Numerous line patterns 

Yes 

No 

Copy protected 

No 

Yes 


Order today and find out why more 
people think Express Paint is the graphics 
program of choice. 


See your local dealer or call: 

Brown-Wagh 

Publishing 

1-800-451-0900 
1-408-395-3838 (in California) 

16795 Lark Ave., Suite 210, Los Gatos, CA 95030 


Commodore-Amiga is a trademark of Commodore-Amiga, Inc. Colorfonts is a trademark of Inter Active Softworks. DeluxePaint 


is a trademark of Electronic Arts. PostScript is a trademark of Adobe Systems, Inc. 





































! TEST DRIVE - 

CRP Graphic Tablet 


Many artists around the world have 
found the Amiga a valuable graphic 
tool. Steve Rodgers, however, is still 
still looking for a new input device. 


W hat is it about the humble 
mouse that makes it so diffi¬ 
cult for people to produce 
input devices that improve upon it? 
This is the second stylus/digitising- 
pad combination that I have tried, 
and like the previous one, its per- 
fprmance was still not really up to 
par. 

Down to basics. The CRP is a 
pleasant two-tone plastic pad that 
measures 44cms x 28cms x 
2.5cms, the colour scheme blending 
well with that of our AlOOOs. An 
outline of an A4 sheet (the active 
area) is on the left and there is a little 
recessed tray on the right for the 
storage of pens etc. and three ports 
at the back. These are:- 

1. A ‘D’-type nine pin connector 
which runs to the serial port of the 
Amiga. 

2. A tiny DIN type socket for the 
stylus or optional puck. 

3. A power input socket. 

Also supplied with the pad was a 
stylus with two nibs (a ball point pen 
and a round ended steel one). A 
mains transformer, a sheet of cel¬ 
lophane to protect the surface of the 
pad and a clip to attach it with, and 
an unprotected software disc. 


It is good that the pad has an 
independent power supply, as the 
Amiga has not exactly got much 
spare power, and the ball point pen 
tip for the stylus could prove very 
useful for tracing etc. 

Setting the pad up is reasonably 
simple, but be warned! The transfor¬ 
mer to pad wire has a connector in 
the middle of the wire which had 
separated in transit. The plug didn’t 
mind which way round it connected 
so without really thinking I didn’t 
bother to look for the tiny little '+’ & 
signs. This resulted in a fused, 
dead pad but provided an excuse to 
open the case to replace the fuse. 
The surface itself is a green PCB 
criss-crossed at 1 cm intervals and a 
surprisingly large amount of electro¬ 
nics live on the right hand side. The 
fuse was replaced with one for a few 
pennies from a Hi-Fi shop and this 
produced a reassuring glow from the 
red LED on the pad. 

Just plugging the pad in is not 
enough to get going however. Spe¬ 
cial software is needed to read the 
pad and move the pointer, this soft¬ 
ware also configures the pad, enabl¬ 
ing it to be scaled. This means that 
the active area can be reduced if the 


artwork to be digitised is smaller than 
A4, which is quite handy. The soft¬ 
ware is very compact and double 
clicking opens a window that re¬ 
mains open on the workbench all the 
time the digitiser is active - is this a 
good idea? 

This window wants typed re¬ 
sponses to several questions and 
defaults are supplied so carriage 
returns are generally enough. 

These questions include whether 
or not you are using an A3 or A4 pad 
and whether or not you wish to scale 
the pad. Once the last question is 
answered the pad is active until the 
number 4 key is pressed when the 
questions are repeated, you can quit 
the software and use of the pad at 
this stage. 

So how does it work? We tried it 
with several packages, but most 
people would want to use it with 
Deluxe Paint so that is what we 
concentrated on. 

The best uses for this tablet are for 
tracing flat artwork and sketching, 
and it could also be used for inputting 
the coordinates in a package such as 
Sculpt3D. Working in HiRes in 
DPaint II we found that sketching 
worked well, but frequently the stylus 
outpaced the pointer. This rarely 
happens with the mouse. We also 
found that the system locked up 
quite often - necessitating a re-boot. 
The major plus with the system is the 
pen nib, although we wonder about 
the availability of replacements. 

In conclusion we feel that the CRP 
digitiser has some advantages over 
the mouse, if you are prepared to 
work quite slowly and use the mouse 
and keyboard for menu selections. 
To a certain extent one is freed from 
constant referral to the screen and 
this can be quite refreshing for the 
eyes. We would like to see a more 
responsive system and a method of 
doing menu selections from the 
same device, perhaps a contact on 
the pen itself. 

As full time Amiga users we have 
been waiting for a stylus system to 
replace the mouse for some time. 
The CRP digitiser gets half way there 
- well mostly half way. S.R. 

Price: A3 £595 [ VAT 
A4 £360 + VAT 

Contact: Burocare 01-907 3636. 
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OKIMATE uses a 3-color 
ribbon. It can create W“' 
more -than 180, ’^§0 

shades by 
mixing colors 
like a painter. 


Let OKIMATE show 
you how. 


Print Color Demo? 
: Y = Yes 

H = No 


(Use color ribbon) 


ter can 

white and full colour printing at s 
incredibly low price. The Okima 
outstanding specifications spea 


Prints colour or black and white 
80 cps data processing quality 
40 cps correspondence quality 
Expanded/condensed print, superscript 
subscript italics and underlining 
80 columns with standard characters 
132 columns with condensed characters 
24 element long-life printhead with snap-in 
replacement — no tools needed 
Up to 10 national character sets 
Pica and Elite fonts in correspondence quality mode 
High resolution 144x 144 dpi graphics 
Plain paper ; thermal paper or acetate 
transparencies 

Friction and variable width pin-feed handling 
“Clean hands” cartridge ribbon 
Personality modules: standard parallel, RS232C 
serial and IBM parallel 
8k buffer for simultaneous receive and' print 
64 downline loadable characters 
Ultra compact and very 
low weight 


as a special offer exclusive to readers, 
Amiga User Inierntional Magazine is able to 
offer the OKIMATE 20 at only £159.85 fine, 
V.A.T &P&P). 

Even at this amazingly affordable price, the 

OKIMATE 20 is supplied complete with a free 
starter pack of ribbons and paper and it 
comes with 1 year’s warranty, Amiga User 
international invites you to move into a 
dazzling colour dimension ■ with the OKIMATE 
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SHAKESPEARE 


This long awaited desk top 
publishing program has finally made 
it to the streets . John Walker, 
himself an author of DTP books 
gave it a thorough examination and 
came up with some surprising 
comments . 


S hakespeare had a quote to cover 
the situation, as he always did: 
"Oft expectation fails, and most 
oft there where most it promises”. 

The lines come from All’s Well That 
Ends Well and no doubt Shakespeare, 
the first colour desktop publishing prog¬ 
ram for the Amiga, will end well. Its 
beginning, though, could have been 
better — it does not live up to expecta¬ 
tions raised by its original, promising 
specification. 

Infinity Software made the mistake of 
printing the packaging for Shakespeare 
six months ago, before the program was 
ready. As a result, features mentioned 
on the packaging and in Infinity’s 
advertising of the program do not yet 
exist. 

Missing are: Four colour separation 
for camera-ready printout, a graphic 
toolbox to draw dashed lines, circles 
and ovals, a variety. of .fill patterns to 
put behind text, graphic design temp¬ 
lates on disk, and snap-to grids to make 
it easier to design page layouts. 



Of these, the four colour separation 
module is now completed and will be 
added to the first revised version which 
should be available shortly. The absence 
of a snap-to grid remains a major 
drawback. At the moment, if you are 
working on a page layout that contains 
two or more columns, you may find it 
difficult to align the columns correctly. 
The only guide the program provides is 
a ruler at the top and the left-hand side 


of the screen. 

With a snap-to grid, of course, the 
columns “snap” to a fixed position so 
that the text in each column lines up 
across the page. Shakespeare even 
lacks an ordinary layout grid that can be 
superimposed on the page to help 
arrange text and graphics in a pleasing 
design — an extraordinary deficiency in 
a program aimed as much at corporate 
users as individuals. 

The manual’s advice on aligning lines 
of text in two frames denotes the 
program’s present amateurish approach: 
“An easy way to do this is switch to Low 
Resolution, and then count the number 
of pixels separating the lines of text in 
the frame above the one we just made. 
Then move the frame we just made to 
that the same number of pixels separate 
the first line of its text from the last line of 
text in the frame above it.” 

DTP programs are meant to simplify 
design, not reduce users to pixel counting 
operations. 

“Even when you mix 
several different 
graphics using different 
palettes on the same 
page, each will print 
correctly.” 

Shakespeare, though, is a necessary 
purchase for anyone who wants to 
produce complex colour publications 
on an Amiga, since it has no real rivals. It 
does handle colour graphics very well, 
keeping in memory the palette used for 
every graphic so that even when you 
mix several different graphics using 
different palettes on the same page, 
each will print correctly. It also allows 
you to change all or some of the palettes 
used. 

The program comes in a tall, slim box 
containing a tall, slim manual and two 
unprotected disks, one containing the 
main program and printer drivers, the 


other a limited range of clip art and the 
bonus of some extra fonts. 

The manual is nicely designed and 
printed, and has a good, comprehensive 
index. Much of it is filled by three 
tutorials which take you fairly painlessly 
through the program and explain how to 
design a flyer and a two column news¬ 
letter. It would have been improved by 
including hard copy of the program’s 
clip art and fonts. 

The art consists of a selection of 
unexciting graphics of computers — 
including pictures of the three variations 
of Amiga and its monitor — holidays, 
money, music and signs. The eight fonts 
range from the Art Deco Broadway to 
Keys, which resembles the Amiga’s key- 
tops. Also included are some multi¬ 
colour fonts with shadow or 3D effects. 

Different styles that can be applied to 
the fonts include italic, bold and under¬ 
lined but there is no outline style and 
drop shadows have to be added to text 
by creating the same words in a different 
colour and offsetting them. 

Shakespeare will run on any Amiga 
with a 1.2 Workbench, although using 
several fonts and multi-coloured graphics 
can quickly eat up available memory — 
in RAM and on disk. If you want to 
create publications containing many 
pages, you’ll need an Amiga with ex¬ 
panded RAM. 

Infinity describes Shakespeare as a 
“page integrator”, a term which indicates 
its main function — to combine words 
and pictures on a page. The only 
graphic tool provided is one that allows 
you to add rules, borders or hollow or 
coloured boxes. 

You can type text directly onto the 
page in whatever font you choose. The 
words can be deleted, cut and pasted, 
set to the left or right margins or fully 
justified, but there are no advanced 
editing facilities such as search and 
replace, spell checking, or index or 
contents page creation. 

Text can be imported from most word 
processors, including ProWrite, Scrib¬ 
ble!, Textcraft and WordPerfect. Control 
codes are stripped so that type styles in 
the original text, such as bold or italic, 
will be lost in the transfer. 

Graphics need to be in IFF format, 
and you can use illustrations with up to 
32 colours created with such programs 
as Deluxe Art and Aegis Images. In 
order to print correctly, they should be 
drawn either in low (320 x 200 pixels) or 
high (640 x 400) resolqtion — and must 
be saved as brushes. You cannot use 
HAM graphics with their 4096 colours, 
which, unfortunately, rules out high- 
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MPC SOFTWARE 


ADVENTURES 


Adventure Construction Set 

£14 

Alternate Reality the City 

£24 

Arazoks Tomb 

£25 

Bards Tale 

£20 

Deja Vu 

£22 

Guild of Thieves 

£19 

Hitchhikers Guide 

£15 

Jinxter 

£19 

Knight Ore 

£13 

Leather Goddesses of Phobos 

£20 

Portal 

£15 

Shadowgate 

£19 

Tass Times in Tonetown 

£13 

The Pawn 

£17 

Wishbringer 

£10 

BUSINESS SOFTWARE 

Aegis Impact (Business Graphics) 

£60 

BBS PG (Set up your own BBS) 

£70 

Diga (Comms) £60 Financial Cookbook 

(Home Accounts) 

£25 

Intellitype (Typing Tutor) 

£20 

Intro CAD 

£50 

K-Spread 2 

£70 

Maxiplan 500 

£85 

Maxiplan + 

£130 

Publisher + 

£60 

Publishing Partner Professional 

£150 

The Works 

£105 

XCAD 

£450 

DATABASES 

Acquisition 

£270 

Softwood Write & File 

£110 

Superbase Personal 

£80 

Superbase Professional 

£250 

WORD PROCESSING 

Pro Write 

£70 

Pro Write 2 

£105 

Text Pro 

£50 

Visa Write 

£80 

Word Perfect 

£175 


10 Unbranded 3.5" Discs £11 
In Storage Box £13 
10 Branded Discs £18 


ARCADE GAMES 

Arkanoid 

£17 

Barbarian 

£17 

Bone Cruncher 

£12 

Bubble Bobble 

£16 

Crack 

£16 

Garrison 

£19 

Gold Runner 

£18 

Insanity Fight 

£15 

Joe Blade 

£6 

Kikstart 2 

£8 

Mach 3 

£12 

Marble Madness 

£10 

Mission Elevator 

£14 

Obi iterator 

£19 

Road Wars 

£16 

Rolling Thunder 

£15 

Sidewinder 

£6 

Space Ranger 

£8 

Starglider 

£18 

Star Wars 

£16 

Strike Force Harrier 

£16 

Test Drive 

£19 

Vampire’s Empire 

£16 

Winter Games 

£15 

Xenon 

£16 

LEISURE SOFTWARE 

Archon 1 + 2 

£17 

Art of Chess 

£19 

Balance of Power 

£23 

Battleships 

£15 

Chessmaster 2000 

£16 

Dark Castle 

£18 

Defender of the Crown 

£23 

Destroyer 

£18 

Earl Weaver Baseball 

£24 

Flight Simulator II 

£33 

Flight Simulator scenery 

disc 1 or 2 

£20 

Galileo 2 (Astronomy) 

£50 

Hollywood Strip Poker 

£14 

Hunt for Red October 

£18 

Jet (Sublogic) 

£33 

Kampfgruppe 

£20 

King of Chicago 

£23 

Leaderboard 

£18 

Little Computer People 

£20 

Mercenary Compendium 

£18 

Ports of Call 

£30 

Return to Atlantis 

£20 

Silent Service 

£19 

Sinbad 

£23 

Tetris 

£16 


NEW PRODUCTS 


Aargh £16 

Annals of Rome £19 

Armageddon Man £18 

Army Moves £19 

Barbarian (Palace) Phone 

Bards Tale 2 £24 

Carrier Command £18 

Deluxe Print 2 £39 

Deluxe Productions £120 

Dungeon Master £19 

Gee Bee Air Rally £16 

Interceptor £24 

International Soccer £19 

Platoon £19 

Predator £19 

Rocket Ranger £23 

Three Stooges £23 

UMS £19 

Vixen £16 

Witchcraft £36 

Wizball £19 

NOW IN STOCK! 

Beyond Zork £19 

Cubemaster £20 

Ebonstar £20 

Ferrari Formula 1 £24 

Jet (Sublogic) £33 

Photon Paint £35 

Pink Panther £16 

Power Struggle £12 

Quizzam £19 

BOOKS 

Advanced Amiga Basic £17 

Amiga Basic Inside & Out £16 

Amiga for Beginners £16 

AmigaDos Manual £23 

Amiga Graphics, Sound & Telecom £17 
Amiga Programmers Guide £17 

Amiga Programmers Handbook Vol 2 £24 
Big Red Book of C £7 

C Programming Language (K&R) £23 

Hardware Reference Manual £23 

Inside Amiga Graphics £18 

Inside The Amiga with C £19 

Intuition Reference Manual £23 

Kickstart Guide £12 

New Hackers Handbook £8 

Programmers Guide to the Amiga £24 
ROM Kernel Exec £23 

ROM Kernel Libraries & Devises £33 

The Amiga System: An Introduction £8 
The Amiga Handbook (Precision) £16 
68000 Users Group £8 


SOUND & GRAPHICS 


Aegis Animator — Images 

£85 

Aegis Audio Master 

£40 

Aegis Sonix 

£50 

Aegis Video Titler 

£60 

Animate Apprentice 

£140 

Animate Junior 

£50 

Animate 3D (Animate Sculpt) 

£100 

Butcher 2 PAL Version 

£23 

Deluxe Paint 

£30 

Deluxe Paint II PAL 

£60 

Deluxe Print 

£24 

Deluxe Music PAL 

£60 

Deluxe Video 1.2 

£60 

Digipaint 

£55 

Director 

£42 

Drum Studio 

£25 

Dynamic Drums 

£45 

Forms in Flight 

£50 

Grabbit 

£29 

Instant Music 

£24 

Music Mouse 

£35 

Newsletter Fonts 

£22 

Photon Paint 

£85 

Pixmate 

£45 

Pro Video CGI 

£130 

Sculpt 3D 

£70 

Silver 

£110 

Soundscape Pro MIDI Studio 

£145 

Soundscape Utilities Disc 1 

£35 

Studio Fonts 

£22 

Synthesis 

£70 

TV Show 

£85 

TV Text 

£85 

Videoscape 3D 

£120 

Deluxe Art & Music Data Discs 

£8 

Programming Languages & 
Amiga APL 

Utilities 

£200 

Aztec C Developer Version 

£250 

Cambridge Lisp 

£130 

CLImate 

£32 

DevPac Amiga 

£45 

FACC2 

£20 

K-SEKA 

£45 

Lattice C V4.0 

£160 

Marauder 2 (Copier 

£30 

Metacomco Macro Assembler 

£60 

Metacomco Pascal 

£70 

Metacomco Shell 

£36 

Metacomco Toolkit 

£40 

Mirror (Copier) 

£23 

Mirror Hacker Pack 

£40 

Project D 

£36 

Zing 

£60 


HARDWARE 


Amiga A500 
Amiga A2000 
Cumana 3.5" Disc Drive 
Digi-View 2.0 

A2000/A500 DigiView Adaptor 
Lockable 80 Disc Storage Box 
Mouse Mat 

Citizen 120D Printer & Lead 
Jitter Rid 

Amiga Printer Lead (State model) 

Xerox 4020 colour printer 
Soundscape Midi Interface 
Amiga Genlok (all versions) £270 

A2000 Internal Disc Drive £130 


Starboard Hard Disc Interface £110 

20 MB Hard Disc £740 

Starboard 0MB £280 

Starboard 1MB £460 

Starboard 2MB £660 

Starboard Multi Function Module £90 

Soundscape Sampler £90 

Futuresound Sampler £170 

A501 512K Upgrade £105 

A1084 Monitor £270 


Perfect Sound Stereo Digitizer 
A500/A2000 Version now in stock 
All Versions only £70 


PHONE 

PHONE 

£115 

£155 

£20 

£14 

£7 

£170 

£15 

£18 

£1300 

£50 


Project D Disc Copier 

Not only will Project D copy Amiga format discs it will also 
copy ST Format disc (better than copiers on the ST), IBM 
format discs. CP/M format discs & Unix Format discs. If 
you’ve got a 5.25” drive this makes it ideal for putting 
software on to 3.5" format. 


Publishing Partner Profesional 

The best DTP Programme on the Amiga by a very large 
amount. Not available yet but demonstrators are available 
on the old version which we have used for over 9 months. 
New version includes some features you would not believe 
or expect even on the mighty Mac. 

PHONE FOR DETAILS & 
DEMONSTRATION 


Starboard 2 — probably the best memory upgrade for the Amiga series 

Why do we think the Starboard is the best memory board on the Amiga? Well, really you can use 
it on all 3 models of the Amiga (there is an A500 and an A1000 version of the Starboard and you 
can get an A2000 adaptor for either version if you upgrade). You can have versions with OK, 
512K, 1 MB or 2MB RAM, and each version is upgradable so you can use your own RAM chips if 
you like. There is also the option to use a 68881 maths co-processor, partly checked RAM, 
‘slicky’ RAM-Disc and onboard clock and there is also a hard disc controller to fit inside the 
Starboard at under £100 due out soon. You can also have up to 4 Starboards connected 
together to make up to 9MB Total RAM. 

This is just a brief description of what the Starboard can do, phone or write for more details and 
pricing. 


Special Offers 

Knight Ore 

Tass Times in Tone Town 
Kings Quest 3 
£25 

Insanity Fight 
Winter Games 
Arena & Brataccus 
£28 


All Prices include VAT & Delivery to UK 


Personal Callers 

Welbeck House (69 Loughborough Road) 
West Bridgford, 

Nottingham 

(Mon.-Fri. 12-5.30, other times by appointment) 


Mail Order Address 

MPC SOFTWARE 

72 Julian Road, 

West Bridgford, 
Nottingham NG2 5AN 


Tel: (0602) 820106/455114 
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SHAKESPEARE 

quality digitised images. You can crop 
and re-size graphics on the page. 

“You can use 
illustrations with up to 32 
colours created with 
such programs as 
Deluxe Art and Aegis 
Images.” 

Shakespeare allows you to work in 
four resolutions: low, medium (640 * 
200), high and interlace (320 * 400). The 
problem with the high and interlace 
modes, of course, is that they produce 
the dreaded flicker on the monitor 
screen. Fortunately, you can switch 
resolutions easily, either from a pull¬ 
down menu or by pressing a couple of 
keys, so that it is probably best for most 
of the time to work in medium resolution, 
which has no screen flicker, switching 
to high to provide a proper preview of 
the finished result. 

If you have enough memory you can 
load a separate program which displays 
a complete page so that you can judge 
the overall effect of your layout. 

The program requires 1.3 Workbench 
printer drivers or a PostScript laser 
printer. As Commodore has yet to 
release its new Workbench, versions of 
printer drivers from the Gamma 7 
version of Workbench 1.3 are included 
on the program disk. Only the MPS1000, 
Diablo 150C, EpsonQ, EpsonX, Okidata 
293 and Xerox 4020 drivers will print 
pages wider than eight inches. 

On booting, Shakespeare provides a 
display that will be familiar to anyone 
used to other page-orientated desktop 
publishing programs — a blank page 
with rulers at the top and left-hand side 
and a toolbox down the right-hand side. 
Measurements on the rulers are in 
inches or, for those used to printing 
conventions, in picas, which are equiv¬ 
alent to a sixth of an inch. (Incidentally, 
there are 12 points to a pica, not six as 
Shakespeare’s manual states.) 

Text and graphics are contained in 
frames that you draw on the page. A 
frame can contain either words or an 
illustration, but not both. Text flows 
automatically from one frame to the 
next. Shakespeare makes it easier to 
draw frames to the precise dimensions 
you require by allowing you to constrain 
eitherthe horizontal or vertical measure¬ 
ment. So, once you have got a frame to 
the right width — say 2 inches — you 
can keep it at that width while drawing it 
out to the right length. 

After you have created a frame, you 
can use a copy command to make 
another the same size and then move it 
into position. This process is needlessly 


clumsy. The better DTP programs allow 
you to define the size and number of 
frames by entering measurements in a 
requester-box. After that, the program 
draws the page and its columns automat¬ 
ically. With such programs, once you 
have def i ned the layout of one page, you 
can automatically create further pages 
conforming to the same layout. 

Shakespeare has no such shortcuts. 
The default settings for pages cover 
only their overall size, the unit of 
measurement and the dots per inch 
resolution that will be sent to your 
printer. 

In setting the defaults for frames, you 
can specify the colours to be used, the 
drawing mode and the size of the frame. 
What is annoying here is that the size of 
the frame is measured neither in inches 
nor in picas, but in pixels, which seems 
very silly. Even then, a new frame 
appears in the upper left of the page and 
has to be moved into position with the 
mouse. It is at such times that a snap-to 
grid would be a godsend. 

The colours you can specify include 
that of the border and of the background. 
In the same way, you can set default 


both operations, according to whether it 
is placed on the corner or within the 
frame. As it is, there is a lot of to-ing and 
fro-ing from the tool-box as you fine- 
tune a layout. 

Infinity claims that you can flow text 
around graphics. Unfortunately, this is 
not an automatic process — as it is in 
many DTP programs where you can 
simply put a picture on the page of text 
and have space immediately created for 
it. 

In Shakespeare you either have to 
draw frames to contain text either side 
of the frame that contains the graphic or 
you put the graphic in position and then 
move the words out of its way a line at a 
time, using the return key. This is slow 
and clumsy, and no substitute for the 
real thing. 

Although its inclusion of a PostScript 
laser printer driver suggests that Shakes¬ 
peare is intended for professional use, it 
lacks such typographical essentials for 
high quality output as automatic page¬ 
numbering, automatic hyphenation 
(breaking words correctly at the end of 
lines) and kerning (reducing space 
between characters). 



colours for the text, and also for its 
justification, leading and font. You can 
change any part of the text to the default 
settings simply by highlighting it. 

Both frames and text can be set up 
with different drawing modes — for 
example, to print not in the colours 
selected but in complementary or inverse 
colours. This enables you to achieve 
dazzling, not to say psychedelic, effects. 

There is an additional clumsiness in 
the way the program handles the re¬ 
sizing and movement of frames. In order 
to re-size, you have to click with the 
mouse button on an arrow icon in the 
tool-box and then change the size by 
pulling the frame’s corner. To re-position 
it, you need to click on a hand icon in the 
tool-box and move the hand within the 
frame. 

As re-sizing and re-positioning are 
activities that often follow on from one 
another, it would have been simpler had 
Shakespeare used the same tool for 


Shakespeare is worth buying only if 
you need publications in colour. There 
the results will depend upon your 
printer as much as the program. Without 
its four colour separation facility, you 
cannot produce camera-ready results 
for printing professionally. 

At the moment Shakespeare does not 
live up to its title, although it remains a 
program that may one day deliver its 
promises. At the moment, it would have 
been better named after the bard’s 
second rank contemporaries. But, then, 
I don’t suppose that something called 
Beaumont & Fletcher would have had 
quite the same sales appeal. 

J.W. 

Price: £143.75 

Contact: Burocare Computer 
Systems, 211 Kenton Road, Kenton, 
Harrow, Middlesex HA3 0HD. 

01-907 3636. 
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ports. Special purpose multiport 
chips like the video ram will con¬ 
tinue to evolve and we will see 
multishift register ports for dump¬ 
ing many of these datatype bi¬ 
directionally and simultaneously. 
So keep your eye on video ram 
and on the next generation of 
Amiga computers that will prob¬ 
ably use it. 

Why was the Amiga a success? 

It was a success, you know, even 
though it stumbled. The first year it 
sold almost as many as the 
Macintosh did in its first year and 
the Macintosh didn’t have all the 
competition we have now. I be¬ 
lieve to be successful you have to 
give value. Personal success re¬ 
quires giving value to what you do. 
Product success requires giving 
value to the product. Companies 
usually fail when they stop giving 
value and they become greedy. 

It wasn’t essential to have 256 
logic functions in the blitter. It 
wasn’t essential to have a 4DMA 
channels on the blitter. Or 4 DMA 


channels of stereo audio. Or eight 
sprites. Or 4000 colours. Hard¬ 
ware linedraw was definitely over¬ 
doing it. People would buy it any¬ 
way! I was told this over and over 
and over again. To a certain ex¬ 
tent it is true. They will buy lesser 
quality for a while. And if it is 
cheap enough. 

I believe though that eventually 
the quality product will win. Be¬ 
cause costs will come down with 
time but the quality will still be 
there. There is a rule of thumb that 
your selling price must be three to 
four times your costs. And this is 
generally a good rule. However if I 
should add another 512K of ram 
to a product why should I charge 
the customer three times what I 
have to pay for it? It didn’t in¬ 
crease my development costs. It 
didn’t increase my marketing 
costs. This is just another way to 
gouge the customer instead of 
giving value. I believe the Amiga is 
a success because it is really 
terrific value! 


He turns away. The man is regarded 
as most responsible for the 
development of the best small 
microcomputer in the world. Will he 
ever work on such as project 
again? He shrugs and smiles 
grimly ‘You never know!” 
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AMIGA INFOMAT 


Software Failure? Gurutime? AmigaDos 
Commands? You can have the answers 
literally at your fingertips! You can find 
everything you need right underneath 
your mouse! 

The Amiga Infomat is a specially manu¬ 
factured mouse mat. You use it as a 
normal mouse pad but it has the tre¬ 
mendous advantage of having printed on 
one side the Guru Meditation Errors, so 
that you can immediately correct any 
problem. 

The other side has printed on it 
the AmigaDos Commands. So you won’t 
have to start looking them up in the 
manual when you need them. 

The Amiga Infomat is printed in black 
and white on a special hardwearing 
plastic — no more “mouse droppings” 
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clogging up the rubber mouse ball. It 
measures 280mm deep by 300mm wide 
(approx. 1iy 2 " x 13"), and costs only 
£5.50 including postage and packing. 

Keep all this vital Amiga information at 
your fingertips! Send for the Amiga 
Infomat now! 


To: Commodore Amiga User 

40 Bowling Green Lane, London EC1R ONE. 
I would like to order: (state quantity) 

D Amiga Infomat £5.50 including p&p 

■ I enclose cheque/P.O. No. „ 

tor the amount shown above payable to ’Croftward Ltd or please debit 


| my ACCESS account No. 


H 


n 


Expiry date 


5 Pimm allow 29 day* for <tah*ary. 
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FRACTAL 

LANDSCAPE 

Phil Wilkes 


Mathematics plays an ever 
increasing role in the production of 
computer graphics. Phil Wilkes’ 
Amiga Basic program creates some 
very impressive landscapes using 
an interesting fractualalgorithm.' 


M any of you will be familiar with the 
idea of fractals - shapes or de¬ 
signs which show more detail the 
closer they are examined. One of the 
most common examples in the computer 
world over the last few years is the 
Mandlebrot Set. This was ‘discovered’ by 
Benoit Mandelbrot and many programs 
to display and investigate it have been 
written for the Amiga. Several are avail¬ 
able in the Public Domain (eg Fish #5, 
Amicus #20). 

Perhaps slightly less well known is the 
application of fractals to model natural 
phenomena such as trees, coastlines 
and mountains. Using fairly simple fractal 
programs, very complex and yet realistic 
images can be generated. There is one 
relatively simple method of producing 
fractal landscapes on the Amiga. 

“If you want to avoid all the theory and 
plunge straight into the program, type it in 
as follows. Look on the Extras disk 



supplied with your Amiga (it is best to use 
a copy - always keep your originals 
safe!). In the drawer called BasicDemos 
you should find a program called 
SavelLBM. This is a demonstration of 
how to save screens in IFF format 
suitable for loading again into programs 


such as DeLuxe Paint. I have used this 
routine to enable saving of the fractal 
landscape screens. 

Double click on SavelLBM and once 
the program has started, stop it by 
pressing the right-hand Amiga key 
together with the full stop. Display the 
listing window and use the block delete 
function to erase from the beginning of 
the program but not including the line 
‘SavelLBM:’. Your AmigaBasic manual 
will tell you how to do this if you are 
unsure. Now type in the listing before the 
SavelLBM: line. Finally, save the prog¬ 
ram as ‘FRACTALS’ - don’t just select 
SAVE without a new name or it will 
overwrite the original SavelLBM prog¬ 
ram. 

When the program is run, the screen 
will clear and the program will report on 
finding the libraries (BMAPS) it needs for 
the screen save routine. These are 
already on the Extras disk and should 
present no problems. It then requests a 
Landscape Number. 

This is simply used as a seed for the 
random number generator. When 
seeded with a specific starting number, 
the sequence of random numbers then 
produced is always identical. This allows 
landscapes to be repeated if required. 

The next input requested is the recur¬ 
sion limit. This specifies how finely the 
landscape is divided. Inputting T will 
give the most detail in your landscape but 
will take the longest time to run. Other 
numbers can be used for giving less 
detail or for testing the program (as they 
run that much quicker). 

The final input required is a name for 
the file to be used for saving the image 
generated by the program. Just pressing 
return will mean that the image will not be 


saved. I have written the program so that 
images are saved in the ‘lo-res’ directory 
and so may be used directly with DeLuxe 
Paint. 

The program then works without furth¬ 
er interaction. Be patient! If you run with 
the recursion limit set at 1, the program 
takes about one hour to finish. It first 
generates the data for the landscape, 
displaying its progress as a contour map 
on screen. Once all data has been 
generated, a three dimensional view of 
the landscape is produced. This is saved 
automatically when this phase is 
finished. If you want to save the picture 
on a different disk to the program disk 
and you only have one drive, it is quite 
safe to change disks while the program is 
running. As written, the image will always 
be saved to the ‘lo-res’ directory on the 
internal drive (dfO:). 

Fractal Theory 

OK - so much for how to run the 
program. Many of you will be interested 
to know how it works. I will first describe 
the general method of creating fractal 
landscapes and then detail some of the 
features of how my program actually 
goes about its task. 

The standard method (or algorith, to 
use the jargon) to create a fiscal land¬ 
scape is as follows. First, consider a 
square and set each corner to a random 
height (Fig. 1). Now divide each side of 
the square into two, and set the mid-point 
of each side equal to the average height 
of the end points, plus or minus a random 
amount. Finally, consider the centre point 
of the square. Take the average height of 
the mid-points just calculated and again 
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add or subtract a random amount. 

What you now have is something like 
Fig 2. Notice that you have taken a 
simple shape and added detail. Also 
notice that the shape now consists of four 
smaller squares which are essentially the 
same as the original large squares. So 
more detail can be added by subdividing 
those squares and repeating the process 
to make even smaller squares and so on, 
theoretically without limit. 


Further Ideas 

The second half of the program deals 
with turning the raw data into a three 
dimensional image of the landscape. It is 
beyond the scope of this article to go into 
detail on 3-D projections which are pro¬ 
duced by considering each small square 
in turn and plotting it as a filled rectangle 
using the AREA and AREAFILL state¬ 
ments. The image is plotted from the 
back to the front, so that closer land 
masses will obscure more distant ones in 
the correct manner. 


assumed to be overhead. Although the 
actual maths used are approximate, the 
end results look quite good. The colours 
have been defined to give a range of 
greens for fairly flat areas but some 
browns for steeper areas. This gives the 
effect of broken rocky ground for steep 
inclines. 

The program as it stands is not perfect 
but it can produce some stunning land¬ 
scapes, which can easily be enhanced 


This then is a three dimensional fractal 
surface in which smaller details have 
similar properties to the larger contours. 
In order to achieve this, the degree of 
randomness must reduce as the size of 
the square being considered reduces. I 
related the random amount to the length 
of the side of the square. By making this 
proportionally larger or smaller, rougher 
or smoother landscapes can be mod¬ 
elled. 

This algorhthm for producing fractal 
landscapes can be used as the basis for 
programs in any language or indeed on 
any machine. The easiest and most 
elegant way to program it would be to 
use ‘recursion’. This is a routine which 
calls itself and is illustrated in the follow¬ 
ing ‘pseudo-code’: 

SUB landscape (x,y,s) 

CALCULATE MIDPOINTS 

landscape (x,y,s/2) 
landscape (x,y/2,s/2) 
landscape (x,y/2,s/2) 
landscape (x/2,y/2,s/2) 

END SUB 



A couple of routines worth noting are 
AREACHECK and setcolour. With most 
of the AmigaBasic graphics statements, 
if an attempt is made to plot outside the 
window area, no error is generated and 
the statement is performed as though the 
screen window were an actual window 
on a larger drawing surface. Unfortunate¬ 
ly, this does not happen with AREA and 
AREAFILL which cause an error to be 
produced if a point is defined outside the 
current window. The AREACHECK 
routine therefore checks all coordinates 
before plotting and brings them into 
range if necessary. 

The setcolour routine is the portion of 
code which determines the colour in 
which each rectangular area is filled. It 
finds the largest gradient in the square 
and selects a colour by comparing the 
angle of that gradient to the vertical. Thus 
the light source for every scene is 


by a suitable paint program (eg DeLuxe 
Paint - see some of the example pic¬ 
tures). Some ideas for enhancement 
might be: 

- allow the user to select the angle of 
illumination; 

- allow the user to select the viewpoint 
from which the scene is produced; 

- use different colours to give different 
feels to the landscapes - range of 
greys could be used for a lunar 
landscape effect; 

- use a different scaling factor to produce 
rougher or smoother landscapes; 

- use the factual algorhythm to generate 
more detail for closer areas so that the 
squared nature cannot be seen. 

These are just some of the many 

variations which are possible. Whether 
you want to experiment with any of them, 
or just sit back and let your Amiga 
produce some pictures for you, have fun 
and perhaps share your best results with 
AUI! 

P.W. 


Having calculated the midpoints, this 
pseudo-code calls itself four times, once 
for each of the four smaller squares now 
established. The length of the side of the 
square(s) reduces by half each time the 
routine is called. 

There are two problems with the above 
approach. Firstly, and this applies to any 
implementation, the routine has no limits. 
This is easily corrected by checking the 
size of the side of the square and not 
calling the routine for any smaller 
squares once a predetermined limit is 
reached. 

The second problem is that many 
computer languages do not support re¬ 
cursion and AmigaBasic is one of them. 
In order to implement the algorhythm in 
AmigaBasic, a slightly different approach 
needs to be taken. 


HEM - Fractal Landscapes 

REM - by Phil Wilkes October 1987 

REM - This program creates fractal landscapes and may 
REM - save screens as an IFF ILBM file. 

REM - (Graphicraft.Deluxe Paint, etc.) 

REM - No icon Is created for the saved file. 

REM - If you need one, copy the .info 
REM - file of a Graphicraft pic and 
REM - call it filename.info 

REM - Requires exec, graphics and dos 
REM - .bmaps (Use new ConvertFD) 

REM 

Main: 

CLEAR ,90000& 

DIM h( 128, 128), stack%(100) 

REM - Functions from dos.library 
DECLARE FUNCTION xOpen& LIBRARY 
DECLARE FUNCTION xReadA LIBRARY 
DECLARE FUNCTION xWrlteA LIBRARY 
REM - xClose returns no value 

REM - Functions from exec.library 
DECLARE FUNCTION AllocMem&O LIBRARY 
REM - FreeMem returns no value 
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The arcade blockbuster at last 
on the Amiga. The most 
sensational conversion from 
the worldwide smash-hit coin¬ 
op game for the Amiga - 
Arkanold. 

To Commodore Amiga User International,*1 
40 Bowling Green Lane 
London 

EC1R0NE I 

I 

I would like to purchase Arkanoid at the I 
special price of £19.95 + £1 p+p (£20.95) | 

Please make cheques payable to 
CROFTWARD LIMITED or debit my ACCESS ■ 
Account. 


Signature .. 
Expiry Date 

Name . 

Address . 


Please allow 28 days for delivery. 


Through Amiga User 
International Magazine you 
can play the enhanced 
European version of Discovery 
Software’s terrific new game 
about which our review says 

“Apart from the Discovery logo 
and option to start on any of 
the first 20 levels, it may as 
well be straight out of the coin¬ 
op!” 

As a special introductory offer 
from Amiga User International 
Magazine you can get 
Arkanoid for £19.95 - £5 off the 
recommended retail price — an 
amazing bargain! As our review 
says (again!) “If you want a 
game that will become an 
Amiga classic, go and buy this, 
you won’t be disappointed” 
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i®iisil 


PRINT TAB(10);"FRACTAL LANDSCAPES" 

PRINT TAB(10);" by Phil Wilkes" 

PRINT:PRINT "Looking for bmaps ... "; 

LIBRARY "dos.1ibrary" 

LIBRARY "exec.11brary" 

LIBRARY "graph!cs.1ibrary" 

PRINT "found them." 

PRINT:PRINT 

INPUT"Enter Landscape Number (1 to 65500) i ",1scape 
ln%=lscape-32760 
RANDOMIZE InS 
PRINTsPRINT 

INPUT"Enter limit of recursion(8,4,2, 1) t ",limit% 
PRINT:PRINT "ENTER FILESPEC:" 

PRINT "( Do not save if your disk has less than 4 IK free )" 
PRINT "( Enter <RETURN> for NO save file )" 

PRINT 

INPUT "FlleSpec for ILBM save file : ",ILBMnamel 

PRINT 

REM Custom Screen 
w = 320: h - 200: d = 5 

Aval 1Ram& = FRE(-l) 

NeededRamA = ((w/8)*h*(d+1))+5000 

ccrtDir* = 0 

ccrtStart* = 0 

ccrtEnd% = 0 

ccrtSecsA = 0 

ccrtMicsA = 0 

REM - Start of Main Routine 

REM - Set four corners of landscape 

d % = 12 8 

h ( 0,0 )=RND*d*-d* / 2-20 
h ( 0, 128) =RND*d*-d%/2-20 
h ( 128,0)=RND*d*-d%/2-20 
h { 128, 128 )=RND*d*-d%/2-20 
x%=0:y% = 0 

REM - Prime stack 

stack%(0)=x% 
stack%(1 )=y% 
s tack%(2)=d% 
spointer*=3 
WHILE spointer*>0 

REM - get area from stack 

spointer%=spointer%-3 
x%=stack%(spointer%) 
y*=stack%(spointer%+ 1) 
d% = stack%(spointer% + 2 ) 
a%=d%/2 


:CALL setpoint(0,0) 
iCALL setpoint(0,128) 
:CALL setpoint(128,0) 
iCALL setpointi 128,128) 


IF nx>310 THEN endline%=l 


GOSUB setcolour 

REM - Draw area 

nx=FNpx(x%,y%):ny=FNpy(x%,y%) 

CALL AREACHECK(nx,ny) 
nx=FNpx(x%+llmit%,y%): ny=FNpy(x%+1imlt%,y%) 

IF nx<0 THEN start 1ine% = x% 

CALL AREACHECK(nx,ny) 

nx=FNpx(x%+limit%,y%+limit%):ny=FNpy(x%+limit%,y* + limit%) 
CALL AREACHECK(nx,ny) 

nx^FNpx(x*,y*41imlt%):ny=FNpy(x%,y%+1imit%) 

CALL AREACHECKinx,ny) 

AREAFILL 

IF end 1ine%=1 THEN x%=128 
x%=x%+limit* 

WEND 
NEXT y% 

REM - Save screen as ILBM file 
IF (ILBMname$<>"") THEN 

ILBMname$="df0:1o-res/"+ILBMname$ 
saveError$ = "" 

GOSUB SavelLBM 
END IF 


Mcleanup: 

WINDOW CLOSE 2 
SCREEN CLOSE 2 

Me 1eanup2: 
LIBRARY CLOSE 
IF saveErrorl <> 
END 


THEN PRINT saveErrorl 


SUB setpoint(px%,py%) STATIC 
SHARED h() 

IF h(px%,py%)<=0 THEN Col%=2 ELSE Co 1* = 31-h(px*,py*)\4 
PSET (80+px*,30+py*),Col% 

END SUB 

setcolour: 

REM - Select colour 

IF h(x%,y%)=0 AND h(x%,y*+limit%)=0 AND h(x*+1imit%,y%)=0 AND 
h(x% +1imit%,y% + limit%)=0 THEN 

COLOR 2 
ELSE 

maxdif f=ABS(h(x*,y*)-h(x*+limit %,y%)) 

IF ABS(h(x%,y%)-h(x%,y%+limit%))>maxdiff THEN maxdiff=ABS 
(h(x*,y*)-h(x*,y*+ limit*)) 


RF.M - Calculate half points 

IF h(x%+a%,y%)=0 THEN h(x* + a%,y%)=(h(x%,y%)+h(xft+d*,y%))/2+RND*a*-a%/2 
CALL setpoint(x*+a%,y*) 

IF h(x%,y*+a*)=0 THEN h(x%,y*+a%)=(h(xft,y%)+h(x%,y%+d%))/2+RND*a%-a*/2 
CALL setpoint(x%,yft+a%) 

IF h(x%+a%,y%+d%)=0 THEN h(x%+a%,yft+d%)=(h(x%,y%+d%)+h(x%+d%,y*+d%))/2+RND*a%-a 
%/2 

CALL setpoint(x%+a%,y%+d%) 

IF h(x*+d%,y*+a*)=0 THEN h(x%+d%,y%+a*)-(h(x*+d%,y%)+h(x*+d%,y%+d%))/2+RND*a%-a 
*/2 

CALL setpoint(x%+d%,y%+a%) 

h(x%+a%,y%+a%)=(h(x%,y%+a%)+h(x*+d%,y%+a%)+h(x*+a%,y%)+h(x%+a%,y%+d%))/4+RND*a% 
-a%/2 

CALL setpoint(x* + a%,y*+a% ) 

REM - Add quadrants to stack if limit not yet reached 


IF a%>1imit% THEN 

CALL stackaddix%,y%,a%) 

CALL stackaddix%+a*,y%,a%) 
CALL stackaddix*,y%+a%,a%) 
CALL stackadd(x%+a%,y*+a%,a%) 
END IF 


REM - repeat unt 11 
WEND 


points have been dealt with 


REM 


Set Sea level 


FOR y%=0 TO 128 STEP limit* 

FOR x%=0 TO 128 STEP limit* 

IF h(x%,y*)<0 THEN h(x*,y%)=0 
NEXT x% 

NEXT y* 

REM Display perspective view 
scale=.7 
v*h(64,128) 

DEF FNpx(x*,y*)=160+(x*-64)*280/(130-y*) 

DEF FNpy(x*,y%)«100-v-(h(x*,y*)-v-16)*scale*280/(130-y*) 

CLS 

start 1ine% = 0 

FOR y*=0 TO 127 STEP limit* 
endl1neft=0 
x%*start1lne* 

WHILE x*<128 


IF ABS(h(x*,y*)-h(x* + limit*,y*+limlt*))>maxdlff THEN maxdiff 
=ABS(h(x%,y*)-h(x*+1imit*,y*+1imit%)) 

IF ABS(h(x*+limit%,y%)-h(x*,y*+limit*))>maxdiff THEN maxdiff 
=ABS(h(x*+limit *,y%)-h(x%.y*+limit*))COLOR 16+COS(ATN(maxdiff/ 

1imit*))* 15 

END IF 
RETURN 

SUB stackaddlx%,y%,d%) STATIC 
SHARED stack*(),spointer* 
stack*(spointer*)=x% 
stack*(spointer%+1)=y% 
stack*(spointer*+2)=d% 
spointer*=spolnter%+3 
END SUB 

SUB AREACHECK(sx,sy) STATIC 
IF sx<0 THEN sx=0 
IF sx>310 THEN sx = 310 
IF sy<0 THEN sy=0 
IF sy> 186 THEN sy=186 
AREA (sx,sy) 

END SUB 
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This month the UK Amiga User 
Group, represented by Yuri Large, 
have answered your technical 


letters. 


Dear AUI 

I wonder if you would be so kind and 
clarify for me a number of questions I 
have regarding the Amiga 500. 

(1) Could I connect my Commodore 
MPS802 and DPS101 printers directly to 
the Amiga without the need of an inter¬ 
face of some sort? 

(2) How good is the TV modulator or 
would you recommend that I purchase a 
Commodore colour monitor? 

(3) How compatible is the IBM emulator 
in percentage terms. Will it run MS-DOS 
and IBM Cobol and Pascal? 

(4) How good is the C64 emulator? 

(5) What would you recommend is the 
best size for a second disk drive, 3.5" or 
5.25", and why? 

I would be grateful for any additional 
information you may be able to supply 
me as I will shortly be starting on a 
System Analyst/Programming course 
concentrating on the IBM version of 
Pascal and Cobol and I must decide 
whether to buy an Amiga which can 
emulate an IBM or to go for a totally 
different machine which will be able to 
meet my needs. 

Thanking you in advance for your help 
Yours faithfully 

D. Stevens 

Dear Mr. Stevens 

(1) The Amiga will not interface directly to 
any Commodore serial printer, such as 
the MPS802 and DPS1101. It only sup¬ 
ports standard parallel and serial printers 
directly. The only way to use a Commod¬ 
ore serial printer with the Amiga at the 
moment is through the use of the Ready- 
Soft 64 Emulator. However the drawback 
of this is that you can only print using 64 
software running on the Amiga whilst in 
emulation mode. 

(2) The Commodore A520 modulator 
gives surprisingly good results on most 
televisions, and even gives a readable 
picture in 80 column mode. I would 
suggest that to obtain the best results 
from it that you use a television with a 
smaller screen. Obviously the results 
achieved can never be quite as good as 
with a monitor, but the modulator is for 
most people a very cheap and satisfac¬ 
tory solution to this problem. 

(3) In my opinion the Amiga Transformer 


is about 60% IBM compatible. It works 
best with text based applications such as 
word-processors, databases, etc. The 
major drawback of this emulator is its 
speed. It is unfortunately only about a 
quarter the speed of a standard PC. This 
means that for compiling any sort of 
program it is almost unbearably slow. 
However it will work with all the compilers 
I have tested with few problems. 

(4) The better of the two 64 emulators 
was reviewed in the February edition of 
AUI, page 26. 

(5) The best size for a second disk drive 
purely depends on what you will be using 
it for. For most people 3.5" drive is the 
best as then there are no problems of not 
being able to put 3.5" disks in the second 
drive; don’t forget more and more prog¬ 
rams are being produced which use two 
disks. However if you do plan to be using 
transformer with your Amiga, it would 
seem that a 5.25" drive is a good idea. 
Unfortunately 5.25" Amiga drives are 
quite expensive at present, and the one I 
have tested did not work with the Trans¬ 
former at all. The moral of the story is try 
it before you buy it. 

The A500 with Transformer is at the 
moment not the best solution to having 
IBM compatibility with the Amiga. At the 
moment I would go for either an A2000 
with bridgeboard or an A1000 with A1060 
sidecar. 


Dear AUI, 

I recently bought an Amiga A500 and an 
Amstrad LQ3500 24 pin dot matrix prin¬ 
ter, my intention being to use them for 
writing reports and projects (which in¬ 
clude graphics and text) for the engineer¬ 
ing course I am studying. 

When enquiring about the compatabil- 
ity of the LQ3500 with the Amiga I was 
assured that it would print both graphics 
and text, as long as the printer option on 
the workbench preference screen was 
set to Epson. However, while I have been 
able to print text using the ‘draft’ printing 
option I have been unable to obtain a 
‘graphic’ print out with the notepad utility 
supplied with the computer or with De¬ 
luxe Paint I. 


I have tried using all the driver routines 
for dot matrix printers (including Epson & 
Epson FX80) listed on the preference 
screen, and I have tried adjusting the dip 
swtches on the printer but I have been 
unable to produce proper results. The 
LQ3500 manual does not help as it 
assumes that you are using the printer in 
conjunction with an Amstrad PC. 

As the printer cost the best part of 
£400 I am starting to feel rather disillu¬ 
sioned. Please can you help? 

Yours sincerely, 

Mark Westwood 


Dear Mark, 

Ther are a number of options available to 
you. The first is to get a copy of UKAUG 
disk 5 (from the UKAUG), which contains 
about 60 printer drivers taken from the 
public domain. Among them there are 
five or six different 24-pin dot matrix 
printer drivers. Then it is obviously a 
question of try it and see. Another option 
is to get Fish disk 60, which contains vl. 1 
of a program called PrinterDriver Gener¬ 
ator. This program asks for the escape 
codes that your printer uses and then 
generates a printer driver for you. Unfor¬ 
tunately it is not 100% succesful. Finally, 
workbench 1.3 will be released during 
this year and Commodore says it will 
provide much better support for 24-pin 
printers. 


Dear AUI 

I am a new Commodore A500 owner, a 
novice, and I am finding two things very 
difficult in my programs. Whenever I want 
to save a picture from the Deluxe Paint 
onto my formatted disk, the requester will 
always say no existing drawer. I will be 
glad if you can solve this problem for me. 
Thanking you in advance for a favourable 
reply. 

Yours faithfully 

Michael Ogunbor 

Dear Michael 

Your problem can be solved quite easily. 
After formatting your blank disk for stor¬ 
ing Deluxe Paint pictures, create three 
drawers in it called lo-res, med-res and 

——■—— continued on page 72\ 
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Amiga Hardware 

Special pack: Amiga 500, 1084 colour 


monitor, THE WORKS, 

TRANSFORMER (IBM), 

MSP 1200 Printer.£799.00 

Amiga A500 .£430.00 

Amiga A500 + Modulator .£450.00 

Amiga A2000 (no montr.) £1,090.00 

Amiga A2000 colour DD.£ 1 ,595.00 


Peripherals 

A1010 EXT. 3.5" Disk Drive .£195.00 

A1020 INT.3.5" Disk drive .£195.00 

A1081 Monitor .£349.00 

A2028 Bridge Brd. (A2000) .£530.00 

A2052 2MG. RAM (A2000) .£455.00 

A2090 20MB HD (AMIGA) .£599.00 

AMIGA 20MB HD (IBM) .£499.00 

A501 512K RAM EXP. (A500) ...£113.00 

Genlock (A 2000 ) .£299.00 

Genlock (A 1000 ).£470.00 

Genlock (A500) .£299.00 

H.B. 1.5MG RAM (A500) .£399.00 

Philips 8833 Monitor .£279.00 

Sidecar (A1000) .£750.00 

3.5" ext. drive .£124.50 


Adventures 

Adventure Constr. Set .£19.95 

ArazoksTomb .£28.95 

Defender of the Crown .£29.95 

DejaVu .£29.95 

Fairy Tale .£ 49.95 

Guild of Thieves .£24.95 

Jewels of Darkness .£19.95 

Jinxter .£24.95 

King of Chicago .£29.95 

Kings Quest Triple Pack .£29.95 

Knight Ore.£19.95 

Lurking Horror.£25.00 

Pawn .£24.95 

Plundered Hearts .£24.95 

Silicon Dream .£19.95 

Sinbad . £29.95 

Stationfall.£29.95 


Business Software 

Acquisition .£149.95 

City Desk .£114.95 

Hai Calc .£59.95 

K-Spread 2 .£ 79.95 

Logistix .£114.95 

MaxiPlan Plus .£14995 

MaxiPlan500 .£ 99.95 

Omega File .£ 49.95 

Shakespeare.£149.95 

Softwood File 2 .£99.95 

Superbase Personal .£99.95 

The Works .£14995 

VIP Professional .£139.00 

Write and File.£ 99.95 

WordPerfect . £22 8 95 


Panmead Business Software 

Business Pack 1 
Invoicing & Sales Analysis 
Stock Control & Sales Ledger 

. £166.75 

Business Pack 2 

General Ledger & Purchase Ledger 
. £166.75 


Games 


Art of Chess, The .£24.95 

Arkanoid.£25.95 

Balance of Power.£29.95 

Bard’s Tale 1 .£24.95 

Black Jack Academy .£39.95 

Battleships.£19.95 

BlackShadow .£19.95 

CogansRun .£14.95 

Computer Hits (4 games) .£29.95 

ChessMaster 2000 .£24.95 

Crack .£ 19.95 

Dark Castle .£24.95 

Destroyer .£24.95 

Eagle’s Nest .£19.95 

Earl Weaver Baseball .£24.95 

FirePower.£24.95 

Flight Simulator 2 .£ 49.95 

Formula 1 Racing.£24.95 

Galactic Invasion .£24.95 

Garrison .£24.95 

Hard Ball .£24.95 

King of Chicago .£29.95 

JetH .£49.95 

Mission Elevator .£19.95 


Micro Anvika Ltd 

220A Tottenham Court Road 
London W1P 9AF 
Tel: 01-636 2547/580 6382 
Fax: 01-631 3667 
Telex: 94016414 ANVI G 

251 Tottenham Court Road 
London W1P 9AD 
Tel: 01-255 1966 


All prices include Y.A.T. 
and may change without notice. 
Please phone to check 
availability. 

We accept ACCESS and VISA 
credit cards 

— . r 


Moebius .£29.95 

Ogre .£24.95 

RoadWards .£19.95 

Rolling Thunder .£24.95 

Seconds Out.£19.95 

Scenery disc 7 & 11 (each) .£24.95 

ShadowGate.£24.95 

Silent Service .£24.95 

Super Huey.£19.95 

Strip Poker II plus .£14.95 

Starway.£19.95 

Strange New World .£14.95 

Stellar Conflict.£29.95 

Swooper.£19.95 

Terrorpod.£24.95 

Test Drive.£24.95 

Thunderboy .£14.95 

Vampires Empire .£19.95 

Xenon .£19.95 

Western Games.£19.95 

Winter Games . £24.95 

World Games .£24.95 


Aegis Videoscape 3D .£143.95 

Aegis Video Titter.£71.30 

Animate 3D .£129.95 

Butcher v 2.0 .£29.95 

City Desk .£114.95 

Deluxe Paint 2 (PAL) .£69.95 

Deluxe Print .£ 74.95 

Deluexe Video .£69.95 

Digi Droid (for Digi View) .£75.00 

Digi Paint .£59.95 

Digi View v 20 .£185.00 

IntroCad .£ 59.95 

Sculpt 3D .£77.00 

Seasons & Holidays .£ 9.95 

TV Show .£99.95 

TV Text .£ 99.95 

X CAD .£460.00 


Music Packages 

Adrum .£39.95 

Aegis Sonix.£57.00 

Drum Studio .£ 39.95 

Hot ’N’ Cool Jazz .9995 

Instant Music .£24.95 

Music Construction Set.£69.95 

Rock ’N’ Roll .£ 9.95 

Midi-ll Interface.£99.95 


Programming Languages 

APL 6000 .£230.00 

Lattice C (VER 4+) .£189.95 

MCC Assembler .£69.95 

MCC Cambridge Lisp.£149.95 

MCC Pascal .£89.95 

MCC Shell .£ 49.95 

MCC Toolkit .£ 39.95 

Modula 2 (Developers) .£149.95 

Modula 2 (Standard) .£ 99.95 


Utilities 

CLImate .£39.95 

Gomf. 2.0 .£ 39.95 

Marauder 2 .£ 39.95 

DOS 2 DOS.£46.95 


PRINTERS: 

Epson 

LX-800 .£229.00 

FX-800 .£389.00 

FX -1000 .£595.00 

LQ-500 .£375.00 

LQ-850 .£625.00 

GQ-3500 .£ 1 , 595.00 


HP Paint Jet .£1,199.00 

NEC 

Pinwriter P 2200 .£350.00 

Pinwriter P5 XL .£829.00 

Pinwriter P9 XL .£999.00 

Star 

LC -10 .£199.00 

LC-10 Colour .£279.00 

NX-15.£345.00 

N-15 .£429.00 

NB-15.£750.00 

NB-24-15 .£699.00 

NB-24-10 . £510.00 


With this ad 15% off on marked prices on 
software. 


Graphics & Design 


Aegis Animator/Images.£103.50 

Aegis Draw Plus .£184.00 


Aegis Impact .£62.95 
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continued 

hi-res. Creating drawers is detailed the 
Introduction to the Amiga manual. Then 
when you want to store your pictures the 
program will save the picture in the 
appropriate drawer. 

Dear Sirs, 

Here is Mauro Benedetti again. Few days 
ago I wrote you a letter referring to your 
Virus Killer Offer. I also mentioned a new 
kind of virus, created by the so-called 
Byte Bandits, which seemed to be 
uncancellable from disk; yesterday I 
eventually found a way to eliminate it. 

The new virus routine provents block 
0000 to be re-written by means of the 
command INSTALL DF1: (Workbench in 
drive 0 and disk in drive 1), or if the 
infected disk is to be re-installed using an 
utility program (the ‘old’ Virus Killer be¬ 
longs to this category). 

The news is that such “protection” 
doesn’t work if the INSTALL command is 
directed to drive £0 from RAMdisk (this is 
very useful for single drive systems like 
mine). 

I don’t know whether this new virus will 
ever land in the U.K. or if you already 
know how to kill it; anyway I am giving 
you the steps to clear the infected disks. 

(1) Identify the infected disk, which show 
the string “Virus by Byte Bandit . . in 
block 0000. For the purpose I use the 
program “Smartdisk” (sector edit/sector/ 
search/000). 

(2) Turn off the Amiga, wait a little and 
then power on. 

(3) Load Workbench, open “System” 
Drawer and activate CLI. 

(4) Copy INSTALL to RAMdisk with the 
command COPY DFO:C/INSTALL TO 
RAM:INSTALL 

(5) Install the infected disks: RAM:IN- 
STALL DFO: 

(6) (Optional) Check again the disks with 
“Smartdisk”. 

Two words of warning: as you well 
know, the install command may destroy a 
program which uses the first two blocks (I 
lost “Terrorpods” in this way four months 
ago, thank you SCA); furthermore, being 
“Smartdisk” (or similar) is public domain 
software, I think it is at high risk too: 
check the “Smartdisk” disk at step 1 
before going on. 

See you. 

Yours truly 
Mauro Benedetti. 


virus, it operates in the same way as the 
SCA virus. However the symptoms are 
different. It does not give any messages 
it just crashes the Amiga at random 
intervals. So if your Amiga keeps visiting 
the Guru unexpectedly, check your disks. 
Finally, there is another very good disk 
editor on Fish disk 71 called DiskX, which 
is ideal for hunting out viruses. 


Dear John 

All there is left to say is that the same 
applies to Deluxe Paint ll’s predecessor 
Deluxe Paint. 

In reply to your question, I know of two 
PD versions of Forth. They are Cforth (on 
Fish Disk 3) and Mountain View Press 
Forth (on Fish Disk 9). Of the two I 
believe MVP-Forth is the fuller imple¬ 
mentation, but the great thing is that you 
can have a look at both without spending 
too much money. 

Dear AUI, 

As an owner of an A500, who is not 
prepared to spend over £100 on another 
programming language, I was hoping 
you could tell me the following:- 

(1) Which languages are available in the 
Public Domain? 

(2) How do they compare to commercial 
versions? (Particularly “C”, “PASCAL”, 
“COBOL” and “BASIC”) 

Also, what do you think the chances are 
of Amiga software coming down to a 
more reasonable price in the future? 
Yours sincerely 
Michael Cumpton 

P.S. Great magazine, shame about the 
price. 

Dear Michael, 

Unfortunately there is not a huge range 
of languages available in the public 
domain as of yet. However, there are 
versions of Forth, C, Lisp, Modula-2, 
Assembler and Draco. Of these probably 
the best are the implementations of 
Forth. Lisp. Assembler and Draco. These 
compare very favourably with some of 
the commercially available languages. 
They do lack documentation though, and 
due to this it may take a lot of work before 
you get used to them. In years to come, I 
thing we can expect to see far more PD 
languages of higher quality. Hopefully 
something like those available for the 
PC. 


Dear Mauro 

Thank you for the tips on the Byte Bandit 
virus. Just a couple of points to add. 
Firstly you must make sure that you boot 
your machine initally with a den or virgin 
Workbench, otherwise the virus will be 
loaded into memory and copy itself onto 
every disk you place in the machine. I 
would recommend that you keep a copy 
of your Workbench that you never use 
and you know to be clean. For those of 
you that haven’t heard of the Byte Bandit 


As for BASIC, you already have an 
excellent version on your extras disk. 
AmigaBASIC is very popular, and there 
are already several books written on it. 

Amiga software is certain to come 
down in price as the Amiga grows in 
popularity. I think we can hope to see 
some favourable price changes very 
shortly. As for the price of AUI, we 
believe that if we offer value a higher 
price is worth paying. It seems that from 
the increasing number of readers each 
month, many Amiga users agrees. 


Dear AUI 

Having read the “PD Reviewed” col¬ 
umns, I am very interested in obtaining 
PD software. However it seems impossi¬ 
ble to do this if you are not a member of 
UKAUG or ICPUG; which I am not. I 
would be grateful if you could provide a 
list of shops in the UK who provide a PD 
service. There are many who do it for the 
Atari ST but I haven’t found any yet who 
do it for the Amiga. 

Yours faithfully 
Robert Pocock 

Dear Robert 

There has been a great response to our 
series of articles on public domain soft¬ 
ware, most of them asking where they 
can get some from and how much it will 
cost them. Obviously the best way to 
obtain PD is to join one of the groups you 
have already mentioned. Both of these 
groups also supply complete lists of the 
PD software available from them. 
However, if you do not wish to join either 
of these groups you can obtain PD from a 
number of other sources. The UKAUG 
will supply PD to non-members for £5 a 
disk. Also George Thompson Services 
on the Isle of Arran will supply PD for £3 
a disk. 

Dear AUI 

I see that confusion goes on about 
making a copy of Deluxe Paint II and 
perhaps this letter will clear things up. In 
the manual for Deluxe Paint II, Chapter 
One, 1.2, the instructions given are: 
“Your Amiga Users Guide has informa¬ 
tion on making copies. If you are using 
just the Amiga’s internal drive, you 
should make at least two working copies 
of your original disk.”So what on earth is 
all this talk about not write-enabling the 
original disk - surely it is never neces¬ 
sary to write-enable any disk that is being 
copied from rather than written to? 

Like your correspondent P. Stewart, I 
too have without any difficulty whatever 
made two working copies of the Deluxe 
Paint II disk and they are fully intact and 
usable. 

The protection of Deluxe Paint II is 
secured by making it impossible to copy 
the original disk to include the “key” that 
unlocks the system. The original disk is 
thus always the “key” that unlocks the 
system and has to be inserted every time 
before your own working copy can be 
loaded. 

So everyone is correct. The whole of 
the original Deluxe Paint II disk cannot be 
copied and is simply used as a key at the 
appearance of a requester from your 
working copy - which you are specifically 
advised to make. 

Best wishes to your favourite magazine 

John Gray 

P.S. Do you know of any PD versions of 
Forth for the Amiga? The recent Forth 
from the USA looks good but is rather 
expensive. 
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GRID START 

Race your 6 gear FORMULA 1 car 
with Booster against 23 other cars 
over 6 world famous circuits. 
Practice long and hard before you 
even enter the Novice class. 
AMIGA £9.95 


KARTING GRAND PRIX 

GO KART racing is great fun but 
requires skill and experience in the 
selection of Sprocket size and tyres 
to suit the track, weather conditions 
and style of driving. Practice or 
Compete over 8 tracks. 1 or 2 
players. 

ST & AMIGA £9.95 


LAS VEGAS 

You have $5 and a burning 
ambition to break the bank at LAS 
VEGAS. Play SLOTS with the very 
latest features, HIGH OR LOW and 
finally the BLACK JACK table to 
realise your ambition. 

ST & AMIGA £9.95 


XR 35 

Eight sectors of fast.shooting 
against numerous enemies moving 
fast in ever changing patterns, 
ready to annihilate your super 
manoeuvrable ship. Multi plane 
scrolling background. 

AMIGA £9.95 


STRIP POKER 2 

A sizzling evening of Poker with 
Samantha and Donna is in store for 
you. 

AMIGA & ST £9.95 


TRIVIA TROVE 

A game for the whole family. 
Questions on Sports, Science, Books, 
History, Music, Pot Luck, Films and 
Maths. 

AMIGA & ST £9.95 


JUMP JET 

A chance to fly a unique and complex 
fighting machine. When you have 
mastered hovering and approaches, 
accelerate the Jump Jet into attack. 

Use the radar to seek and destroy the 
enemy. Locating the carrier and 
landing in rough seas and strong cross 
winds is another matter. 

AMIGA & ST £14.95 


FLIGHT PATH 737 

An Advance Pilot Trainer, the program 
takes you through the most interesting 
aspects of flying. Take off and climb 
over mountain ranges then attempt a 
safe landing. Six levels of addictive 
l> flying experience. 

AMIGA & ST £9.95 


ANCO SOFTWARE LTD. 35 WEST HILL, DARTFORD, KENT DAI 2EL 
0322 92513 MAIL ORDER HOTLINE: 0322 522631 FAX NO: 0322 93422 
PAYMENT BY CHEQUE, P.O., VISA OR ACCESS 

























































IGnTERTRinmEflTl 


Linel 


L inel are the Swiss software house specialising in 
Amiga games that brought us Insanity Fight. This 
showed-off their talents in all areas of game 
programming and won them the title of best Amiga 
arcade game. Crack is their followup and again takes 
an old idea and presents it very attractive way. 

By now I have lost count of all the Breakout games 
going around, the computer game market across all 
formats has been flooded with them, and crack is 
another in the same line. The bat moves along the 
bottom of the screen as usual, bouncing the ball onto 
easy to use, which saves any altered screen 
permanently on the disk, erasing the previous ones, 
noises set the scene before a gang of cuddly cavemen 
stroll onto the screen and chip out the name “Crack” on 
a rock face. This is followed by a vine-swinging 
would-be Tartan, complete with his battle cry. Some sort 
of Bar b ar i an style adventure looks on the cards, but the 
familiar Arkanoid screen that pops up next comes as a 
great disappointment. 

The theme from the title sequence is carried through 
to the game. Instead of controlling a Vaus craft as in 
Arkanoid, you use a short length of bambo in Just the 
same way. Patterns of coloured bricks make up each 
level with the odd glowing block here and there. When 
the ball hits one of these a ring drops down towards the 
bat, where it can be caught to gain one of a few extra 
powers. Laser fire, extra lives, extended bat size, 
explosions and double balls help clear the screen and 
jazz up the game. An autopilot mode temporarily plays 
the game by itself, one takes you to the next level and 
another gives a random feature such as reversed 
control or a mirror image of the bat. 




There are two things that make Crack Just a bit 
different from its rivals. First there are the excellent 
background pictures of prehistoric animals, although 
Ball Raider has some of equal quality. The second is the 
bonus game that comes up between every three levels. 
Mere you control Herbie Stone the caveman walking left 
and right on a log, trying to catch falling coconuts. This 
does break up the rather monotonous Breakout part, but 
is really very simple. One problem I found that caused a 
lot of annoyance was that the ball gets lost in the 
background too often. A dark outline or glowing centre 
could have avoided this. 

Two versions of a two player option are available: 
battle mode gives both bats free movement across the 
screen, and normal mode stops them crossing over. In 
battle mode, because the bats are identical it gets very 
confusing trying to figure out which one you are 
controlling. A construction set is included and is very 
easy to use, which saves any altered screen permanently 
on the disk, erasing the previous ones. 

Linel are obviously a very talented team, proven by 
the quality of the graphics, sound and smoothness of 
Insanity Fight and Crack. However, it is a shame that 
they have spent their time on producing a game with 
little potential no matter how it turned out. They are 
thinking of developing Herbie Stone the caveman into a 
game which I hope they will do, it has a lot more going 
for it than another Breakout clone. 

T.H. - - 
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JINKS 

Rainbow Arts/US Gold 


Y lou may think there is no life left in the 
Breakout theme with so many clones around. 
This is probably true as far as direct Arkanoid 
clones go, but with Jinks, Rainbow Arts have added 
some ideas of their own and with some slick 
programming come up with an enjoyably light 
hearted approach to the bat and ball theme. 

Four horizontally scrolling levels go to make up 
Jinks. Each has its own theme governing the 
obstacles they include. The basic set up is the same 
for each and consists of two planes of incredibly 
smooth parallax scrolling background. In the 



background a pattern of disks and mice, moon 
craters or an abstract design serves to give a feeling 
of depth. The foreground is where it all happens; 
groups of bricks make up the majority of the screens 
with animated pigs, mouths, screws and symbols 
dotted throughout the gaps. 

You control a bat, flat on one side and peaked on 
the other. Using both the angled and flat sides you 
have to bounce the ball from the far left of the level 
into a small goal at the opposite end. Gravity acting 

“Jinks succeeds because it is not 
just another Breakout, and has 
enough additional elements to 
make it worthwhile. ” 


on both bat and ball give the game a similar feel to 
a pinball machine. Those sprites can be expelled 
with a well aim bounce of the ball. If you are unlucky 
enough to manoeuver the bat into a nasty it shrinks 


it down to half the original size. Spinning bats 
marked with a red cross have the power to get you 
back up to full size again. A second collision in 
shrunken form spells the end of the game. 

Once a level has been cleared, the following one 
is chosen by bouncing the ball into one of four 
sections. A good idea, but it can be a bit frustrating 
to bounce the ball accidentally back into the level 
you have just played. 

Another Breakout would not make any waves now, 
something Rainbow Arts must have realised. Jinks 
succeeds because it is not just another Breakout, 



and has enough additional elements to make it 
worthwhile. Its sharp smooth graphics are matched 
by some excellent twangs, bounces and slurps. All 
four levels are very varied but because there are 
only four, playing through them takes very little 
time, and so its attraction may wear off before long. 

Now the Amiga games scene is really picking up. 
Despite its relatively high price tag, Jinks is a 
quality piece of programming that makes a refre¬ 
shing change from Breakout. 

T.H. 
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EflTERTRinmEtlT 


IWIFSFFERRARI 
FORMULA ONE 


wa'S’ 


Electronic Arts 


I n contrast to the leisurely feel of Out Run and Test 
Drive, Ferrari Drive, Ferrari Formula One caters for a 
different class of Ferrari fan. Instead of a Saturday 
afternoon drive along the California coastline, the 
game gives you the responsibilities of a whole Formula 
One race team, from the mechanics to the driver. 

A forty two page instruction booklet comes with the 
disk, which explains each part of the game, with a 
generous sprinkling of additional facts. A briefer guide 
to getting started comes as a welcome addition; the 
size of the main instructions would have been enough to 
put many off the game. No doubt simulation and motor 
racing fans will lap it up. For the impatient, however, a 
race can be driven by interupting the demo and taking 
control. 

To get the most out of Ferrari Formula One, you will 
need to understand the many sections allowing you to 
tune your car to the present conditions. Florano is your 
home base. Here you can adjust tyre pressures, 
suspension, wing settings and engine qualities. These 
are selected by clicking the cursor on the appropriate 
part of your car. Some will present simple windows in 
which the options can be selected. Others are a lot more 


A preset schedule of race meetings has to be followed 
throughout the season. Going back to the title screen 
informs you of the location of your next race. It also tells 
you if you will next be practicing, qualifying, warming 
up or competing. Time can be moved forward to jump 
straight to the starting grid. 

When the race eventually starts you see your 
opponents lined up before you. The track is only wide 
enough for two cars side by side, so overtaking can be a 
tricky business. One nice detail is that your opponents 
are often involved in their own pile-ups and ean be seen 
spinning off the track. Steering is controlled with the 
mouse which allows different degrees of directional 
control not possible with a joystick. Formula One racing 
(the highest skill level) is without the automatic gears of 
the lower classes. Where the game is not so hot is in its 
speed. Fair enough, there are a lot of calculations and 
redrawing to be done, but there need to be more frames 
per second to give a really convincing feeling of speed. 
I am sure in real life, the ride is not a smooth one, but 
the driving sequences would benefit from the omission 
of the simulated bumps which do nothing more than 
add to the existing jerkiness. Despite this, the mouse is 
responsive and an acceptable amount of realism has 
been created. 

All the extra car tuning sections will please anyone 
who likes a good simulation. In theory, the player 
should need to be skilled at both mechanics and 
driving, but in practice it is the car driving that counts. 

If Ferrari Formula One is played as a pure race game in 
the Pole Position style, it could be unsatisfying due to its 
lack of speed and excitement. On the other hand, if 
played as a strategic simulation it will give some very 
polished and realistic entertainment. 

T.H. 


“One nice detail is that your 
opponents are often involved in 
their own pile-ups and can be seen 
spinning off the track” 


The wind tunnel screen is split into four sections. A 
side view of the car is seen in the top left comer, 
surrounded by a wind speed slider control, drag line 
graph and a wing setting indicator. Using these you can 
alter the settings so as to give optimum speed or 
cornering capabilities. A similar screen allows testing 
of the engine. Both are well done but are unlikely to be 
used that often. 


*08 .8 HOURS 
l 010 LITERS 
F- 8 .9 BARS □ 
I 026 °C □ 
H 13 l/OLTSD 

* 8 □□□□□□ 

>3.9 BARS □ 
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BUSBYTE BUSINESS SERVICES 


AMIGA 500 
£339 


+ vat (£389.85 INC) 

I AMIGA 500, MOUSE, 1MB DISK DRIVE, DELUXE PAINT, 
WORKBENCH, TUTORIAL AND TWO MANUALS 


1084 MONITOR 
£199 + vat 

ALSO COMPATIBLE WITH PC/AT, 
COMPLETE WITH AMIGA CABLE 


CANON PJ 1080A COLOUR INK JET PRINTER £399 + VAT 

OKI MATE 20 RIBBON COLOUR PHINTER + AMIGA ROM £169 h 
MPS 1200 NLQ 120 CPS £139 +VAT 

XEROX 4020 HIGH QUALITY COLOUR PRINTER £1130 + VAT 
HITACHI A3 10 COLOUR PLOTTER £499 + VAT 


VAT 


SOFTWARE BARGAINS!! 

PHONE AMANDA ON 0727 56005 FOR LATEST OFFERS 


DELUXE VIDEO 

£39.95 

ORDERING 

DELUXE PAINT 

£29.95 


DIALTEXT COMMS 

£19.95 

Send cheque or Postal 

MODULA-2 

£59.95 

Order for total, plus £8 per 

LATTICE — C3.C 

£69.95 

hardware item (software 

THE WORKS 

£79.99 

carriage free) and VAT 

MAXI COMM 

£39.95 

where appropriate, to: 

MCC PASCAL 

£69.99 


CAMBRIDGE LISP 

£99.99 

DEPT AAU, Hobbyte 

TEXTCRAFT 

£39.99 

Computers Ltd., 10 Market 

DIGIPAINT 

£49.99 

Place, St. Albans, Herts AL3 

25% OFF ALL INFOCOM 

GAMES 

5DG Tel: 0727 56005 

10% OFF ALL OTHER 


If you have ACCESS or 

SOFTWARE 


BARCLAYCARD, phone 

AND LOTS MORE!!!! 


your order to Amanda 

ALL SOFTWARE PRICES 

INCLUDE VAT AND 

POSTAGE 

Morrisson on 0727 56005 


FREE HOTLINE SUPPORT 

WITH EVERY BUSINESS COMPUTER SYSTEM PURCHASED FROM HOBBYTE 

I PERSONAL CALLERS WELCOME AT OUR BRANCHES — 

| PLEASE BRING A COPY OF THIS AD WITH YOU TO TAKE 
ADVANTAGE OF SPECIAL MAIL OFFER PRICES 
J— 


AMIGA B2000 
£950 +vat 

BASE MODEL, PLUS DELUXE PAINT 


Hobbyte Ltd. 

10 Market Place, St. Albans, Herts. 
St. Albans (0727) 41396/56005 


A500 ACCESSORIES 
512K Expansion plus clock 
£89.00 + VAT 
Second drive poa 

The Gallery, Arndale Centre, Luton, 
Beds. Luton (0582) 457195/411281 


* 


AMIGA CENTRE SCOTLAND 

4 HART STREET LANE, EDINBURGH, EH1 3RN 
Tel. 031-557-4242 (24 HOURS) FAX 031-557-3260 


FLICKER FIXER 


£460 PHOTON PAINT 


£70 


A new piece of Amiga2000 hardware 
which completely eliminates interface 
flicker by doubling the scan speed of 
the display. Requires the use of a 
Multi-sync or high scanning rate 
monitor. Ideal for X-CAD. 

THE DIRECTOR £47 

The Director is a professional display 
and animation languageforthe Amiga. 
It allows you to create slideshows, 
show ANIM format files, use all resolu¬ 
tions including HAM, PAL and over¬ 
scan. Perform partial or whole page 
flipping, use any Amiga font. It is 
script based and uses commands 
similar to BASIC. It has many built in 
commands such as DISSOLVE, WIPE 
and BLIT. It also allows double buf- 


The very latest 4096 colour paint 
program with some astounding fea¬ 
tures including 3D surface mapping, 
light source control and built in text 
facilites are only some of the reasons 
why Amiga User concluded in their 
recent review that"it is destined to 
become one of THE classic drawing 
programs for the Amiga!* With PAL 
and OVERSCAN. 

STUDIO MAGIC £65 

Rediscover sound with this first class 
digital sound studio for the Amiga. 
Midi recording in real time, Midi 
sequencer and overdub, echo flange 
and delay effects, fast fourier trans¬ 
forms. IFF compatible, import any 
digital sound, save IFF instruments. 


fering. If will enable you to produce 
truly professional results. 


F-BASIC 


£70 


PRO-WRITE V2.0 £85 

WYSIWYG Word processor with colour 
graphics facilities including HAM. 
Other powerful features include a 
95,000 word spelling checker, colour 
fonts, mallmerge and the latest 1.3 
Amiga printer drivers with built in 
anti-aliasing. 

PERFECT VISION £199 

Real-time (1/60 sec.) digitiser from 
any video source, colour including 
HAM using filters, 320x200and 320x400 
resolution. Features include 1/4 screen, 
colour processing effects and recor¬ 
ding mode. 


8Mb ASDG BOARDS 

(Unpopulated) £430 

— 8Mb in one Amiga slot 

— 2, 4, 6, 8 Mb population 

— No wait state design 

— Autoconfigures each 2Mb 


A fast compiled and enhanced BASIC 
language. Features: 

— Extensive control structures 

— Recursive subroutines and functions 

— Local and Global variables 

— 32, 16 and 8 bit integers 

— 9 Digit floating point routines 

— Record structures and pointers 

— Direct access to ROM kernal 
routines 

— Include and Append separate files 

— Snobol 4 like pattern matching 

— Direct access to 68000 processor 
register and bitwise operations. 


RAM EXPANSION 

2 Mb Micron Boards 

A2000 £510 

A500 — A1000 £565 

— Genuine FAST RAM 

— RAM test software 

— No wait state design 

— 2 year warranty 


MICROFICHE FILER 
£69 


ANIMATE 3D £125 

Eric Graham’s raytracing animation 
package 

SCULPT 3D £85 

Eric Graham’s raytracing package 


STAND £35 

All the power of the traditional anima¬ 
tion stand reproduced on the Amiga. 

EFFECTS £35 

IFF pictures can be flipped, wiped, 
faded, scrolled or spun to create 
stunning animation. 

FACCII £24 

Floppy disk accelerator. Works best 
with added RAM. 


DIGI-VIEW PAL 

£165 

(Including A500/2000 adaptor) 

UPGRADE £10 


DIGI-PAINT PAL 

£40 

UPGRADE £10 


DIGIDROID 

£75 


GO FASTER BOARDS 

Increase the performance of your 
Amiga with the 68020/68881 and 
68030/68882 co-processor boards from 
CSA and HURRICANE. And to comp¬ 
lement these upgrades — 32-bit static 
RAM boards. 

PRICES START FROM £235. 

(UNPOPULATED) 

MAGAZINES 

AMAZING COMPUTING £3.50 
AMIGA SENTRY £3.00 

ROBO CITY NEWS £2.50 

Annual subscriptions available 
10 x Monthly rates 


EXPRESS PAINT V2.0 
NEW VERSION 
£58 (Limited period) 

AIRTII £55 

NEW VERSION 


SOFTWARE PRICES 


Animator Apprentice . £195 

Animator Junior .* ... £52 

Library discs.£14-£28 

Demo Video. £25 

Butcher 2 . £27 

Upgrade. £8 

Discpro + 1 . £22 

Dougs Maths Aquarium . £58 

Forms in Flight . £60 

Outline . £36 

Ray Tracer . £11 

Newsletter 1-3.each £8 

4. £3 


All demo discs £4 Send for list 


ALL PRICES INCLUDE VAT, P&P 
CALLERS WED-SAT 12-6 
DEALER ENQUIRIES WELCOME 
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WORKBENCH 



(Almost) 


With Workbench 1.3 only around 
the corner, Al Meric takes this 
opportunity to look at the new 1.3 
printer drivers being supplied with 
some of the latest software 
packages. 


O ver the last few months a number 
of programs have been released 
that include the new 1.3 Work¬ 
bench preferences and Printer Drivers. 
These add several new printer functions, 
enable a wider range of printers to work 
with the Amiga and can result in printer 
operations being anywhere between 3- 
20 times faster. As Workbench 1.3 has 
not yet been officially released (it is 
currently at the Gamma testing stage) 
there is little information about it. Here, I 
hope to give you a little insight into what 
the 1.3 Preferences and Printer Drivers 
hold in store for you. 

Preferences is selected in the usual 
way but the screen that now appears is a 
little different (Fig 1.). There is no longer 
a “CLI On/off” selector box. The CLI 
icon will now always be on and as usual, 
will be in the system drawer. Several 
other selection gadgets have also been 
repositioned. 

Selecting the “Printer” gadget (was 
“Change Printer” in 1.2) takes you to the 
new printer selection menu (Fig 2.). This 
is almost identical to the 1.2 version but 
the “Graphic Select” gadget has now 
been replaced with 2 gadgets: “Graphic 
1” and “Graphic 2”. The “Graphic 1” 
display (Fig 3.) is very similar to its 1.2 
counterpart but now has an additional 
gray scale option for use with the 
recently announced A2024 Hi-res mon¬ 
itor. The “Graphic 2” printer screen (Fig 
4.), however, is a lot more exciting and 
has a whole batch of new features. It is 
with these that this article is primarily 
concerned. 

Antialiasing — When selected this 
option attempts to smooth any diagonal 
lines and is ideally suited to programs 
that graphically dump text such as 
Prowrite, Pagesetter, Notepad etc. When 


using this mode there is, however, an 
approximate speed penalty of 2:1. The 
results of tests that I performed were 
more than compensatory for any speed 
reductions I incurred. 

Color Correct — This option attempts to 
match the printer’s colours as closely as 
it can to those that appear on the screen. 
Many of todays colour printers fail to 
achieve an accurate colour match to 
that of the screen. Blues often come out 
looking more like a very deep purple. 
This feature worked very well when 
used with out test printer (HP Paintjet). 
There is again a small penalty incurred 
when using this mode. In this case the 
number of colours the printer can 
produce is reduced. For each colour 
selected for correction (red, green or 
blue) less colours become available. 
With all three selected the usual 4096 
reduces to 3172. 

Width Limit — The width of a printed 
picture can be set using this option and 
can be set in tenths of an inch, pixels or 
multiplication factor. See Limits. 

Height Limit — The height of a printed 
picture can be set using this option and 
again can be set in tenths of an inch, 
pixels or multiplication factor. See Limits. 

Left Offset — This enables a picture to 
be horizontally offset from the left in 
increments of a tenth of an inch. 

Centre — This, as its name implies, 
will horizontally centre any graphic 
output to the printer. When selected it 
overrides any Left Offset that may have 
been made. 

Dithering — There are three different 
types of dithering that can be chosen 
from this panel: Ordered, where an 
ordered pattern of dots is used, Halftone, 
similar to the way that pictures,in 
newspapers are printed and F-S (Floyd - 


Steinberg), an error distribution method 
useful for colour prints of facial tones. 
When the F-Soption is used antialiasing 
is not available and a 2:1 speed penatly 
is incurred. 

Limits — From here, the way in which 
the width and height features perform is 
dertermined. The options are: Ignore, 
this ignores the width and height settings 
and sets the picture size as width = (right 
margin — left margin +1)/ characters 
per inch and height = lines per page/lines 
per inch. Bounded, this option can be 
used to ensure that a printed picture’s 
size is no bigger than those set with 
width and height. It may, however, be 
smaller. Absolute, here the width and 
height are taken as absolute values (in 
tenths of inches) and any image printed 
using this option will be the exact size 
set. If either height or width (not both) is 
set to 0 then the picture will be printed to 
the width or height specified with the 
other dimensions automatically adjusted 
to ensure that the aspect ratio is correct. 
If both are set to 0 then the picture will 
be printed at the printers maximum 
width and as high as it need be to ensure 
that the aspect ratio is correct. Pixels, 
this is the same as absolute but any 
values entered are taken as being the 
number of pixels. Multiply, the width 
and height settings are used here to 
specify a scaling factor, i.e. if you 
specified a width of 2 and a height of 4, 
the picture would be printed 2 * the pixel 
width and 4 x the pixel height. So if a 320 
x 200 image were printed using these 
settings it would be output as a 640 x 800 
pixel image. 

Density — This gadget is used to 
override any density settings made by 
an application. For printers with multiple 
densities it would therefore be possible 
to reduce the time it takes to print out a 
high density picture by selecting a lower 
setting. 

Scaling — There are two options to 
choose from here: Fraction, this is the 
default and works in the same way as 
the 1.2 drivers and Integer, this must be 
one of my favourite additions to 1.3. It 
ensures that an image is printed out as 
an even number of dots in both width 
and height. Therefore, a 320x200 picture 
will be printed as either 320,640,960 etc. 
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Fig 4 


dots wide and 200, 400, 600 ect. dots 
high. This helpst to eliminate the prob¬ 
lems that often occurred when printing 
thin verticl and horizontal lines and 
which was often very prevalent when 
graphically printing text. Selecting this 
option may, however, slightly distort the 
aspect ratio. From my own experiences 
of using this mode I inevitably found 
that the results were far better. 

Workbench 1.3 is due for release in 
the not too distant future and looks set 
to cause qutie a stir. I, for one look 
forward to that day. 

AM. 
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T he big problem with getting any 
new computer is sorting out exactly 
what to do when you open up the 
box! This is especially true for the Amiga 
- not only is the machine very complex, 
CBM have never been renowned for the 
quality of their instruction books! You will 
probably have heard that the Amiga has 
a very friendly user interface, with mice 
and icons, well this is true but just how do 
you format a disk, how do you backup 
your system disks? All this information is 
in the CBM books that come with the 
Amiga but it is not too easy to find and it 
has not been produced with the raw 
beginner in mind. 

Christian Spanik has produced a book 
in the Data Becker series, published by 
Abacus, that will be of great value to the 
beginner. The book is divided into 4 main 
sections, with many sub-sections within 
each. The main sections are: Starting 
Out, The Workbench diskette, AmigaBA- 
SIC and AmigaDOS. 

Starting out explains how to unpack 
and set up the Amiga for the first time. It 
is very nicely done with a few diagrams to 
help clear up any identification problems. 

The Workbench section takes you 
through the functions and utilities avail¬ 
able on the workbench disk and the 


VERY FIRST thing that it shows you is 
how to make that all important backup of 
the system disks. The contents of the 
various drawers on the workbench are 
discussed with lots of practical examples. 

Another big problem is that the Amiga 
does not have any resident programming 
language, the Amiga is what is known as 
an open architecture machine. This 
means that you can load any operating 
system into the Amiga that you like. The 
Amiga does not have a BASIC language 

‘It is a good solid ‘how 
to get started’ guide to 
the Amiga’s BASIC 
system. ’ 

supplied on the extras disk and the next 
section explains how to get this working. 
It is not a complete guide to the BASIC, 
that requires a book in itself but it is a 
good solid ‘how to get started’ guide to 
the Amiga’s BASIC system. Again there 
are lots of programming examples and 
tips on how to use the BASIC system. 

The last chapter is the most advanced 
and you will not find anything like it in the 
CBM books - a guide to the AmigaDOS 
system. This is a system of directly 


interfacing to the Amiga’s disk operating 
system and it goes a long way toward 
explaining how the Amiga keeps track of 
its disk files and the setup of the Amiga 
operating system. There are some func¬ 
tions that the AmigaDOS can handle 
much better than ICONS and Mice can. 
One example is the creation of custom 
commands that you can tailor to your 
own requirements (these are known as 
batch files). 

The book is finished off with 5 appen¬ 
dices and a very good index. The appen¬ 
dices are, First Aid - what to do if 
something goes wrong, Icons - a com¬ 
plete list of the standard Icons that the 
Amiga uses, Glossary - what all those 
funny terms mean, The Icon Editor - a 
guide to this usefuly utility program, 
Technical data - what makes the Amiga 
tick and some info on the disk storage 
and memory of the Amiga. 

In all this is a very good book for 
newcomers to the Amiga and Christian 
Spanik must be congratulated on produc¬ 
ing such a much needed book. 

A.L. 

Price £11.95 

Contact: 16 Bit Software, 24 Bankfield 
Lane, Rochdale Lancashire OL11 5RJ. 
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AMIGA 

Users 

Group 


Bimonthly Newsletter 
Technical Information 
Discount on all products 
Users Bulletin Board 
Massive P.D. Libraries with over 
200 discs at £3 each for members 
Allied with U.S.A. Amiga Groups 
Special introductory modem offer 
Send S.A.E. for details 


AMIGA USERS GROUP 

66 London Road, Leicester LE2 OQD 
or Tel: (0533) 550993 


NATIONAL COMPUTER LIBRARY 


Hire Software 
efore You Buy It 

4 NOW UNDER new management 
4 OVER 8,000 different titles available for hire for the 

COMMODORE, SPECTRUM, ELECTRON, BBC, AMSTRAD 
all models, ATARI, and MSX computers, ATARI ST, 

and now CBM AMIGA. 

4 ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS 

Qnftware tnn 

4 HIRE PRICES from only £1.00 INC. P&P. 

4 20% DISCOUNT off all purchase software. 

4 LIFE MEMBERSHIP £6.00. Hire your first title FOC. 

4 FREE CATALOGUE. 

4 FAST RETURN OF POST SERVICE (if reserves are given). 
4 ALL GAMES manufactured ORIGINALS with full 
documentation. 

4 LARGE DISCOUNTS ON ALL PURCHASES for members. 

4 UP TO 65% OFF software, regular sales lists sent to all 
members. 

4 Full computerised system keeps track of your order. We pride 
ourselves in being the most professional Hire Library in the 
United Kingdom, with experienced staff who know what the 
word service means. 

4 NOW IBM SOFTWARE FOR SALE. __ 


Send large S.A.E. now for free catalogue. 

NATIONAL COMPUTER LIBRARY 

1 Walkers Road. North Moons Moat. Redd it ch 139B 9HE 0527 510072 


CCI Amiga 2 


ADDRESS 


COMPUTER MODEL 
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VAMPIRE’S 








Magic Bytes/Gremlin 



A popular criticism of 16-bit games is that while they 
have excellent graphics and sound, the underlying 
game may just as well be on any of the leading 8-bit 
machines. Unfortunately Vampire’s Empire looks just 
such a game. 

You take the part of a grumpy old man, fascinated by 
tales of vampires. He has decided to enter Dracula’s 


light beam in the right direction. A crystal ball can also be 
used to catch and redirect the beam. 

The trouble is that far too much of the game is spent 
chasing the light beam around the castle, losing it 
completely if you happen to fall through a trapdoor or 
down a staircase. For the first few games, the graphics 
and sampled creaks and slurps are very entertaining, but 



castle and put an end to the bloodsucker by guiding a 
beam of light through the corridors and chambers into his 
place of rest. 

Dracula’s castle is made up of crumbly stonework 
platforms and staircases. The castle may be crumbling 
but it is certainly not dead; menacing faces come alive 
with excellent slurpy sounds as they dribble killing slime 
onto passers by. Chests are flung open revealing over¬ 
friendly young men, goblins and naked blue-skinned 
women, all of whom such your vital blood supply. Other 
hazards come in the form of chomping ogres and 

“The fast, smooth scrolling 
background matches the sprites in 
detail but could do with a bit more 
variety 


99 


later games lack the action needed for a good platform 
game. The very derivative puzzle element fails to 
compensate for this, and the unhelpful instructions add to 
the initial confusion. It is a shame that a game that looks 
as appealing as this turns out to be just an unfortunate 
mix of two well-worn game styles. 

Magic Bytes have some great graphics and sound, put 
together with some smooth, neat programming. Their only 
weak area is game design, perhaps the most important 
part of any development team. As it is, their efforts appear 
to have been wasted on a lifeless, unoriginal piece of 
software. There is no part of Vampire’s Empire that is 
particularly bad, but then again none of it is particularly 
good. Considering its short term appeal, £19.99 seems a 
lot to pay. But it is worth watching for Magic Byte’s next 
release. There is a lot of talent in this game struggling to 
get out. 

B.V, 


trapdoors. The fast, smooth scrolling background matches 
the sprites in detail but could do with a bit more variety. 

By pressing the button and pulling the stick down you 
can select one of a few items to help you in your quest. 
Mirrors have to be placed around the castle to guide the 
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TIME AN 



A trilogy of adventures 
from Level Nine means 
Andy Moss is hot on their 
trail. Amiga Time and 
Magik has arrived. 


Williamson penned Red Moon. Using their by now 
tried and trusted ACODE writing system they wasted 
no time in bringing out the games on all formats. 
Red Moon signaled a more magic based period for 
the company, with Pete himself writing The Prince of 
Magik as a sort of sequel to Moon. 

All this was of course B.M.A. (before mighty 


I first came across the name Level Nine back in 
1982 when home computing games were very 
much in their infancy. I was reading a certain 
weekly computer magazine, and came across an 
advert from a company claiming to have repro¬ 
duced, in its entirity, the original classic mainframe 
Crowther and Woods adventure onto a home micro. 
If this act alone was not enough (up to then such 
conversions were thought impossible) they had also 
added thirty more locations to it in a new end game. 
As if this were not enough, to rub salt into the wounds 
of less skillful programmers, the ad announced that 
the whole game was available on tape and in one 
48K load! That company was Level 9 and the game, 
Colossal Caves became their biggest selling product 
and which is still selling to this day. The three 
brothers Austin, Pete, Nick and Mike who are Level 9 
continued to astound us cynical computer hacks 
with even more outrageous text compression tech¬ 
niques with releases like Adventure Quest and 
Dungeon Adventure (still my favourite), which 
seemingly pushed back the boundaries of memory 
more and more. 

By now their place in British computer-lore was 
well and truly written, and the brothers with work 
Piling in faster than they could cope accepted two 
ready made adventure stories from a couple of fans. 
Sue Gazzard wrote The Lords of Time and David 


Amiga) and 16 bit was just a pipe dream, but in true 
pioneering fashion the Austins were already up¬ 
dating their system to accomodate new technology, 
and bring in graphics to their games. 

To begin with they used a simple style of 
illustration almost as though using the graphics in 
their adventures was a necessary evil that had to be 
there because of commercial pressure. This was, of 
course, true. As more and more adventure publishers 
decided that text only games would only appeal to 
the minority and that to get adventures selling they 
needed to be more “colourful”. Level 9’s attempts at 
graphics brought derision from their critics and 
competitors, so it was back to the drawing board to 
find another style. 


“The plot has been cleverly 
moulded into one concept which 
details the struggles of the 
Guardians to Protect Time and 
Magik, in three different episodes r, 
hence the three adventures” 


This new style coincided with the Austins signing 
up with Rainbird which really brought big business 
into their up-to-then cottage industry lives. The 
graphics resembled a type of Pastel style water- 
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colour effect, again totally different from the 
standard styles we had all been used to. After a 
series of releases through Rainbird followed by a 
series of mishaps, the Austins moved to newly 
formed Mandarin to Publish their reworked trilogy 
of games into the all-in-one package, Time and 
Magik. There is no doubting the effort that has gone 
into rewriting and coding this release and the three 
adventures benefit enormously from the new interior 
design. The plot has been cleverly moulded into 
one concept which details the struggles of the 
Guardians to protect Time and Magik, in three 
different episodes, hence the three adventures. 

For the uninitiated, Lords of Time has you as the 
hero trying to stop the evil Time Lords from 
changing the history of the World. You have to visit 
nine (surprise!) time zones and collect the nine 
ingredients of life, like an olive branch for friendship 
or a jesters cap for laughter. All the objects have to 
be thrown into the cpuldron the Lords are guarding 
to put the world to rights. 

Red Moon is all about the Red Moon crystal which 
was the only remaining source of Magik Power. 
Unfortunately it was lost, and the Guardians have 
selected you as their lone adventurer to find it. 

Finally the price of Magik, has you up against the 
dreaded magician Mylgar a former Guardian who 
has gone mad courtesy of the Moon Crystal, and is 
using the crystal for his no good ends. Only by 


defeating him and recovering the crystal can you 
take his place as one of the Guardians. 

“Be careful though as each time you 
cast a spell your magik points are 
used up, even saving the game is a 
spell!” 

All the adventures are cracking good yams, with 
spells to cast and map making essential (these 
games do not have the GOTO command as available 
on say Gnome Ranger). Be careful though as each 
time you cast a spell your Magik points are used up, 
even saving the game is a spell! 

My favourite remains Lords of Time, as the nine 
different mini-adventures are each unique, yet are 
combined by objects found in one time needed in 
another. Look out for the wholly jumper and the 
Black Knight. There are digitised graphics for each 
location and whilst not as detailed as Magnetic 
Scrolls’ Amiga graphics, they are of, as I have 
mentioned, that Pastel effect which is very original. 
Time and Magik is a wonderful package for the 
Amiga user who does not own all three adventures 
separately, and along with the novella contained in 
the box, is truly great value for money. 

Miss out on this trilogy and you miss out on a bit of 
history in the making. Highly recommended. 

AM. 











Wee: £24.95 
Graphics: 8 
Sound: 7 
Playability. 7 
Value: 7 
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hen Ocean were looking for 
games to convert to the 
Amiga, Wizball, created by 
Sensible Software, must have been 
an obvious choice. Almost a year 
after the original 64 version was 
released, Ocean have completed 
the 8 to 16 bit translation. 

For a change, the bizarre 


Mount Rushmoore contribute a 
great deal to the game’s wierd but 
wonderful look. 

Clusters of smoothly animated 
aliens leave behind green pearls 
when shot. These can be collected 
to light up one of a row of icons 
along the top of the screen. The first 
couple allow you to hower, making 


controlled by a second player. 

Each level needs three colours to 
fill it. When enough colour has been 
collected, a bonus screen involving 
much alien zapping is played 
before entering the Wizlab. This is 
very well drawn and shows Wiz 
mixing the colours in his cauldron 
while moggy laps from a bowl of 
milk. 

Unfortunately, the attractive title 
screen and Wizlab sequence are 
about the only real improvements 
over the superb 64 original. The 
screen layout is colourful and the 
backgrounds have a little more 
detail, but a lot of the graphic 
effects are missing. The clever way 
Wiz appears from his own mouth, 
the swirling sprites, the explosion 
and even the Wiz sprite all lack that 
Sensi Soft touch which did so much 
for its forerunner. 

Gameplay has also suffered 
slightly; Wiz is less responsive 
which can make death very 
frustrating. One more 
disappointment was the sound. All 
those mysterious gurgles, rumbles 
and zaps are now short sharp pows 
and bangs. From all these 
criticisms, you might expect the 
game to be pretty bad. This is not 
the case, as it still performs very 
well and will be highly enjoyed by 
absolutely anyone wanting 
something a bit different. However, 
strange as it may seem, when 
played next the 64 version, the 
opinion of not just myself but the 
whole office was that the 64 looked 
as good and sounded and played a 
lot better. It might seem surprising 
that the game is being released at 
£24.95, when the 64 version has just 
been brought out in a compilation. 
But, of course, there will be many 
Amiga owners who did not come 
from the 64 or 128. While for the ex- 
64 people Wizball might be thought 
a fun game but just fails to impress 
as it should in its Amiga format, for 
those who have not played it, before 
it is still Wizball, CCI’s Oskar 
winning best game of 1987. 


scenario that accompanies the 
game is actually relevant. Some evil 
old character has taken all the 
colour from Wizworld. Climbing into 
your Wizball, you set out to conquer 
the attacking sprites and paint the 
colour back into Wizworld. A little 
different from saving the world from 
mutant Thar golds, I think. 

Wizball has a strange way of 
getting around; to start with he can 
control his bouncing only by 
spinning at different speeds to 
change direction. Once you have 
got used to this you can explore 
your horizontally-scrolling world. 
Each level is connected by a set of 
holes in the ground, which may take 
the form of pipes, craters or even 
wishing wells depending on the 
theme of the level. Obstacles such 
as stalactites, scafolding, trees, 
bubbles and even a replica of 


“Each level needs 
three colours to fill it. 
When enough colour 
has been collected, a 
bonus screen involving 
much alien zapping is 
played before entering 
the Wizlab” 

the control a lot easier. Most of the 
rest will increase your fire power to 
varying degrees. The most 
important of the icons is the third; 
this brings on your pet cat in his 
own little green ball. He is essential 
for collecting the colour droplets 
that bounce along from time to 
time. These first need to be shot 
before being scooped up by the cat, 
which can be under your control, or 





























ASSEMPRO 


Despite C being the ‘in’ language 
for the Amiga, more and more 
programmers are now moving over 
to Assembler. Simon Benvenutto 
explores the depths of AssemPro, 
a new contender for the 68000 
market. 


A ssemPro is described as a ‘‘Com¬ 
plete Assembler Language De¬ 
velopment Package". It is an inte¬ 
grated environment, providing an editor, 
assembler, debugger and a number of 
utilities. AssemPro is packaged as one 
non-bootable disk and a 100 page bound 
manual. It is implemented as a single 
monolithic program and runs from either 
the Workbench or CLI. It can run on a 
single drive system but requires at least 
512k (leaving around 150k free for your 
program to run in). 

After double-clicking the AssemPro 
icon, all but the screen’s drag bar is 
occupied by the editor window. Behind it 
are the assembler, debugger and table 
window (which provides reference 
tables). The windows are resizable but 
cannot be closed. Neither do they multi¬ 
task, so you cannot start an assembly 
and continue editing while it runs. 
However, you can open multiple edit 
windows. 

The edit window shows a status line at 
the top and horizontal and vertical scroll 
bars across the right and bottom borders. 
Selecting the status line toggles it be¬ 
tween status and tabs display. Tab stops 
can be set in any column and are saved 
on disk together with function key defini¬ 
tions, text buffer size and check marked 
menu options. The following menu op¬ 
tions can be check marked: Icon (cre¬ 
ates an icon for the text file), backup 
(keeps last version of the file as a 
backup), text & paper colour (choose 
which of the four Workbench colours to 
use for text and paper), and insert/ 
replace mode. The ability to customise 
the editor in this way is much welcomed. 

All AssemPro windows use a standard 
file requester. This requester appears 
with the current directory listed. You can 
scroll the list, or select any entry. If you 
select a directory it will be listed. There is 
a “/” gadget to move back to the parent 
directory and a CD gadget to make the 
listed directory the current directory. 


There is also a DISK gadget which 
displays a list of devices, from which you 
can select the default drive. You can also 
select a directory or file by typing in its 
name. This requester, together with File 
menu options to rename and delete files 
and create directories, means you sel¬ 
dom need an AmigaDOS command or 
the CLI. 

Other editor menus provide Search 
and Block commands, as well as setting 
the function keys and enabling one to 
undo changes to the current line. Menu 
functions have command sequence 
equivalents. Each function key can be 
assigned to a string of these commands 
together with a one-line description. The 
function key either executes the com¬ 
mand string, or when shifted, displays its 
description in the status line. 

‘A macro could generate 
code to load the 
effective address of a 
string, then switch to 
the data segment and 
define that string. 

The two-pass macro assembler has a 
number of unusual features. 

There is no length restriction on sym¬ 
bols, variables can be local to the macro 
or include file in which they are refer¬ 
enced, macro parameters can be named 
and typed, conditionals can include an 
ELSE clause, there is a REPEAT...UN¬ 
TIL construct which allows repeated 
assembly until the condition is true and 
the INPUT directive prompts for the value 
of a variable at assembly time. The 
I BYTES directive reads a file and inserts 
it unchanged into the code output by the 
assembler. For example, you could insert 
(uncompressed) image data (from an 
object or icon editor) directly into your 
program’s data area, to be passed as a 


parameter to the graphic rendering 
routines. 

AssemPro supplies the 1.2 version of 
the Amiga include files. These are large 
and often only a few of the symbols are 
needed. SLABEL allows you to build a 
library of variables and macros. These 
are saved onto a file in a special internal 
format and can later be included using 
ILABEL. The idea is that you build 
SLABEL files from the normal include 
files but only save the value of the few 
symbols you will actually need. These 
libraries are smaller, can be processed 
faster and will use a lot less symbol table 
(and therefore RAM) space. The CODE, 
DATA and BSS directives direct subse¬ 
quent code to the appropriate segment. 
When you assemble the program, you 
specify whether each segment will be 
loaded into chip or fast memory when the 
program runs. One interesting point is 
that you can switch between the different 
segment types at any point in your code. 
For example, a macro could generate 
code to load the effective address of a 
string, then switch to the data segment 
and define that string, then switch back to 
the code segment and generate a jump 
to subroutine. 



The assembler can read the source 
code either from a disk file, or directly 
from the editor buffer. The program code 
is assembled in RAM and must be saved 
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ASSEMPRO 


to disk. You can save it with an icon if you 
want it to be executable from the work¬ 
bench. A start-up include file is provided 
which allows programs to run from either 
the Workbench or CLI. AssemPro always 
produces executable files. You cannot 
produce object files to be processed by 
the AmigaDOS linker. Neither does the 
assembler provide XREF or XDEF direc¬ 
tives. The assembler has a PC-relative 
Code option which forces the code to be 
PC relative (ie: position independent). 
The load file produced contains no re¬ 
location information, only code and can¬ 
not be run from the Workbench or CLI. 
This option is intended for producing 
code to be called from BASIC. Presum¬ 
ably, such code could be inserted into a 
program using IBYTES, allowing a crude 
means of linking-in subroutines. 

The assembler can produce an error 
file which can then be loaded into the 
editor. The editor displays each error 
message in the status line, with the 


syntax errors. 

The debugger window is divided ito 
two halves. The left half displays the 
status register, program counter, super¬ 
visor and user stack pointers, as well as 
the segment list and task addresses. 
Sixteen further lines display the register 
contents. However, you can change the 
effective address of any line to display a 
byte, word, or long word using any of 
these addressing modes: register direct, 
address register or program counter in¬ 
direct (with optional displacement and/or 
index), or absolute address. This allows 
you to track any register or field within 
your program or within a data structure 
pointed to by any address register. The 
right half of the debugger window either 
dumps or disassembles storage. In dump 
format, you can change storage by over¬ 
typing the displayed value. If the program 
being debugged is the one that was last 
assembled, the debugger uses the 
assembler symbol table to provide sym- 
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cursor position on the appropriate source 
line. Alternatively, you can deal with 
assembly errors as they happen: a re¬ 
quester displays the line in error, allowing 
you to edit it, save it and then continue 
assembling. This is very useful for simple 


.JH|i8B||Bj 

bolic disassembly,displaying labels rather 
than numeric offsets. You can select any 
storage address (with the pointer), then 
mark it with a symbol or set a breakpoint. 
You can also drag select across a range 
of instructions and these will be ex¬ 


ecuted. There is a scroll bar down the 
right border of the screen which allows 
you to scroll the storage display window. 

You can set a register’s value to the 
result of an expression. This expression 
can include arithmetic and logical oper¬ 
ators. You can trace a program in a 
single-step or continuous mode. Hitting 
the escape key stops the trace. You can 
treat subroutine calls as single instruc¬ 
tions, or trace only those instructions 
which alter sequential flow (such as 
branches, traps, subroutine calls and 
returns). The debugger can disassemble 
code into a file, in a format which can 
later be input to the assembler. 

Finally, the tables window allows you 
to list the addressing modes allowed for 
each instruction. You can also load in 
external tables (which you can setup 
yourself). AssemPro supplies tables for 
the Amiga libraries and devices. Each 
entry lists the routine name, mnemonic 
parameter names and corresponding 
registers. These tables are keyed on 
routine or instruction name: you can type 
in a full or partial name, or scroll through 
the table. Within the editor you can place 
the cursor on the first character of an 
instruction, then hit the help key. The 
tables window will come to the front, listing 
the instruction’s addressing modes. 

The AssemPro manual is well struc¬ 
tured and clearly written. It assumes the 
reader is familiar with assembly lan¬ 
guage programming. Even so, it would 
be agreeable if it had included more 
examples on using the non-standard 
features of the assembler. The main 
limitation of this program is its inability to 
produce object files, which can later be 
linked. This means that you cannot split 
your program into various modules, nor 
link it with other languages such as C. If 
you want to use multiple edit windows, or 
run memory intensive applications, you 
might need more than 512k of RAM. But 
for those writing single module programs, 
or assembler code to be run from BASIC, 

I can recommend AssemPro; it soon 
grows on you. s B 

Price: £49.95 


Contact: Precision Tel: 01-330 7166. 


★ Program Submission Procedure ★ 


DO NOT submil .ny progr.m or roulln. that you do nol .l.her own or have propor .ulhon.y lo do so 
A LWAVS include your name, address and the dale on all malarial and any enclosures 
Do not forget to to make it clear exactly which compuler/s your program or article is applicable to 
Include ROM or DOS versions wherever they are pertinent. 

Number all pages. 

II you have lo submil work which la hand-written then you must make sure It Is primed clearly 
Never use staples. Use paperclips If necessary. 

If you are saving your program to tape then save it AT LEAST twice on each side 
When you save a program on disk save it twice and call the second file "BACKUP". 

>nd ,h< «"*°' - '-.be, la Pe o, 0,sk 

.n.comm.rcl.1disk mail.ro,a, 
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Please allow at least 8 weeks for acknowledgement as ail programs have to be thoroughly tested and 
made Into a suitable format. 

Enclose a self-addressed stamped envelope or package if you would like your program to be returned. 

A Programming lips A 

If you can. use CHR$(x) type commands Instead of those hard to read graphic symbols. 

If necessary renumber your program on completion as many readers use auto number utilities lo ease 
typing in. 

Try to keep instructions within the program itself at a sensible level. You can expand on them within 
the accompanying text If neceaaary. 

TEST your programs before submitting them or even better get a friend to test them for you. 

If a program contains machine code data please use decimal and nol hex as there are fewer digt.s to 
be confused. Try and keep the same number of data statements in each line. Please add some form of 
error checking if your program contains more than five lines of data. 







































A world of information 
at your fingertips 


TELETEXT 


Teletext on the Amiga! 

The Microtext Teletext Adaptor enables your Amiga to 
become a sophisticated Teletext receiver, giving you 
access to any of the free pages from Ceefax or Oracle. 
There’s the latest news, share prices and football results, 
road reports, whats on TV plus much much more, 
hundreds of pages that are constantly updated to give 
you the very latest information, at the touch of a button. 
Just plug in an aerial — it tunes itself in and with pull 
down menus and gadgets, the mouse may be used to 
select a page like a recipe or a weather map and then 
print it or save it to disc. Teletext data can be accessed by 
other programs and it will even read out the news! 

By connecting the lead provided from the Adaptor to 
your Amiga monitor, the monitor can be used as a colour 
TV! 

At Microtext, we make it our business to produce the 
very best Teletext systems available today and with 
countless letters from delighted customers, Microtext 
has an enviable reputation for quality, high performance 
and service. Read what the media said about our 
products. 

BBC CEEFAX ‘NEXT’ micro-magazine said: “Very 
powerful tools indeed.” 

Your Commodore said: “I wouldn’t hesitate to recommend 
this to anyone.” 

Amstrad Action said: “A well thought out product that 
performs admirably.” 

At only £124.80 + VAT for an advanced Teletext TV, its 
excellent value for money. VHF/UHF International 
version for Australia, Belgium, Denmark, Finland, West 
Germany, Eire, Italy, The Netherlands, New-Zealand, 
Norway and Sweden £169.50 

. VTSA 

MICROTEXT 

Dept AM, 7 Birdlip Close, Horndean, Hants P08 9PW 
Tel: 0705 595694 




SOFTWARE 


The Ruby range of packages gives you the 
ultimate in easy to use communications software 
for your Amiga. 

RUBY-VIEW is an advanced Viewdata Terminal 
ideal for accessing Prestel, City Service and 
Micronet. 

RUBY-TERM provides an extensive VT52/100 
emulation and also includes XModem, 
XModemCRC and Advanced Kermit Protocols. 

These two programs are now available together 
at a special price of only £99 inc of VAT & P&P. 

For further information about this offer, special 
modem package deals, demonstration disks, 
and our NEW Tektronix terminal RUBY-TERM- 
PLUS, Please phone us on Watford 0923 50161 
or phone our Viewdata BB on 0923 228558. 


17 Bit Software 

Just that bit better 
than the rest 


We are a club run by enthusiasts for 

enthusiasts. We supply commercial and 
Public Domain software for the Atari St 
and the Amiga. 

We are so confident that the service we 
give is unbeatable that we are prepared 
to back our confidence with an offer 
you cannot refuse. 


A FREE 
DISC 


★ ST disc consists of our Public 
Domain library catalogue + a playable 
demonstration of Leatherneck by 
Microdeal + two surprise programs. 

★ Amiga disc consists of our Public 
Domain library catalogue 
+ disc filer + demos. 

Simply write to us with your name and 
address and we will send you a disc. 

Absolutely free. Without strings. And 
without obligation. We are not even 
asking for a S.A.E. 

We are sure that once you have 
received your free disc and our 
information pack that you will be so 
impressed you will want to join our 
rapidly expanding membership. 

Please state which machine — this offer 
is limited to one disc 
per household. 

Amiga 1 


17 Bit Software 

s PO Box 188, Leeds LSI 6B$ 
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DIGI-DROID 


A new piece of hardware for the 
Amiga is almost guaranteed to 
attract attention . Bill Hardwick tells 
us about a gadget that caught his 
eye . 


T hose of you who own a New 
Tek Digi-view digitiser and 
1.2 software may not realise 
that the program has a hidden 
talent. It is tucked away quite unseen 
and only becomes available when 
you connect Digi-Droid to your 
second mouse port. “But what is 
Digi-Droid?” I hear you ask... It 
looks much the same as the usual 3 
colour filter wheel that comes as 
standard with Digi-View but it has 
an additional black unit, about the 
size of a matchbox, situated between 
the wheel and the supporting arm. 


This unit houses a small electrically 
driven motor which is able to prec¬ 
isely rotate the filter wheel. It draws 
its power, via a long lead, from the 
second mouse port. If you attach a 
Digi-Droid to your camera and 
Amiga, you then have a completely 
automatic digitising system. 

The first time you use Digi-Droid 
you will need to set it up. This is 
achieved via a simple set up panel, 
which is used to adjust the position 
of each of the filter wheel’s coloured 
sections and should take less than a 
minute. These settings can then be 


saved to disk and are automatically 
read in each time the software is 
used from then on. If you now 
examine the Digi-View drop down 
menus you should find an additional 
entry after the usual red, green and 
blue options — AUTO. No longer 
will you have to remember whether 
you have manually turned the filter 
wheel, no more fingerprints on the 
edge of the filter wheel, just select 
AUTO and stand back while Digi- 
View and Digi-Droid get on with 
digitising your picture. Digi-Droid 
may not make the coffee but when 
fitted you will not have an excuse 
not to do so yourself. Once used it 
soon becomes a valued item of 
equipment. 


Contact: Burocare Computer Sys¬ 
tems, 211 Kenton Road, Kenton, 
Harrow, Middlesex HA3 OHD. Tel: 
01-907-3636. 


HA MMERSOFT 

MAIL ORDER SPECIALIST 


NEW 


Obi iterator 

£16.90 

Army Moves 

£16.00 

Powerplay 

£13.90 

Bad Cat 

£19.00 

Red October 

£16.90 

Black Shadow 

£14.90 

Silent Service 

£16.90 

BMX Simulator 

£11.90 

Sky Fox 

£10.40 

Bubble Bobble 

£15.90 

Star Glider 

£16.90 

Carrier Command 

£18.90 

Star Wars 

£13.90 

Dick Special 

£18.90 

Terramex 

£13.90 

Eco 

£16.90 

Terror Pods 

£16.90 

Ferrari Formula 1 

£21.00 

Test Drive 

£16.90 

Gauntlet 

£16.00 

Time Bandits 

£13.90 

Interceptor 

PHONE 

Xenon 

£13.90 

King of Chicago 

£19.90 

LEISURE 


Mars Cops 

Roadwars 

Strike Force Harrier 

PHONE 

£15.90 

£17.90 

Balance of Power 

Bards Tale 1 

Bards TAIell 

£20.00 

£16.90 

£16.90 

GAMES 


Defender of the Crown 

£19.90 

Archon 1 & 2 

£18.90 

De ‘ja V u 

£19.90 

Arctic Fox 

£13.90 

Faery Tale Adventure 

£32.00 

Arena/Brataccas 

£24.00 

Flight Simulator II 

£34.00 

Backlash 

£13.90 

Flight Simulator Scenery 


Barbarian 

£16.90 

7 or 11 

£18.90 

Dark Castle 

£16.90 

Pawn 

£16.90 

Eagles Nest 

£13.90 

Seven Cities of Gold 

£12.00 

Earl Weaver Baseball 

£16.90 

Chessmaster 2000 

£19.90 

Firepower 

£16.90 

Galileo (Astronomy) 

£52.00 

Frost Byte 

£14.00 

Deluxe Paint II 

£52.00 

Garrison 

Gee Bee Air Rally 

Gold Runner 

Gunship 

Insanity Fight 

£16.90 

£19.90 

£16.90 

£24.00 

£16.90 

MICROSWITCHED JOYSTICKS 

Cheetah Mach 1 £14.00 

Comp Pro 5000 £14.50 

Comp Pro Clear Extra £15.50 

P.rnicor fin HO 

Mercenary Compendium 
Mission Elevator 

£16.90 

£13.95 

Quickshot II Turbo 

£12.00 

Send cheques/postal orders to: 



HAMMERSOFT 

33 Hill Road, Hethersett, Norwich, Norfolk NR9 3DS 
All prices include VAT and 1st CLASS POST 
other titles available on request 
ENQUIRIES: PHONE (0603) 812416 


AMIGA SOFTWARE — 
WORLDWIDE 



U.K 

OUTSIDE 


EUROPE 

EUROPE 

Flight Simulator II 

£36.50 

US$79 

Jet 

£36.50 

US$79 

Ports of Call 

£32.50 

US$69 

Aegis Sonix 

£52.50 

US$119 

Aegis Video Titler 

£89.50 

US$195 

Professional Page 

£249.50 

US$495 

The Director 

£49.50 

US$109 

Photon Paint 

£74.50 

US$164 

Animate 3D 

£99.50 

US$215 

Sculpt 3D 

£69.50 

US$149 

Maxiplan 500 

£92.50 

US$199 

Lattice C v4.0 

£149.50 

US$315 


Prices Include Packing + Airmail Postage 
Call or write for our latest full list with around 
300 items German listings available on request. 
Dealer inquiries welcome. 



POSTFACH 2067 ZIMMERSMUHLENWEG 73 
6370 OBERURSEL WEST GERMANY 
TEL: + 49 6171 73048/9 
FAX: + 49 6171 8302 
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GALACTIC INVASION 

Microillusions 


2 ft must have taken the chaps at Microillusions at 
least five seconds to come up with the name tor 
this one! Galactic Invasion... it sounds like one 
of those early "home grown” ZX81 games that 
almost tilled the whole IK memory. 

Three options open the game: player against 
player, player against computer or two players over 
a modem. The game is set in a couple ot galaxies. 
Both players’ objectives are to find five parts ot a 
missile with which they can destroy their opponent’s 
galaxy. A split screen Shows the view from each 
player’s ship. 

All the planets in the galaxies have satellites 
which can be shot to reveal a part ota missile. When 
a part has been found it must be Down into to pick it 
up. Sections of the missiles are colour coded, and as 
a whole missile must be the same colour there is a 
lot ot flying and searching to do. 

3D Stanfields have been around for years, but the 
programmers ot Galactic invasion have still not got 
the hang of it. Both stars and planets Jerk around 
very unrealistically, not the sort ot thing you expect 
from the Amiga. The packaging boasts “digitised 
sounds”, but digitised horn what? A Spectrum? 
Galactic Invasion looks unimpressive but its worst 



point is that it is Just so boring! Absolutely no 
excitement, tension or atmosphere is created and 
as a result is a real chore to play, from start to finish. 

T.H. 
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HOME &I3M5INE55 COMPUTERS 

HARDWARE 


Amiga A500 Pack c/w Deluxe Paint, 


3 Games + Modulator 

£449.00 

1084 Colour High Res Monitor 

Inc Lead 

£229.00 

Amiga A2000 

£1050.00 

Amiga Business Pack, A500,1084 Monitor, 

THE WORKS, PC 

Transformer, MPS 1200 Printer 

£775.00 

IMEG Cumana Drive 

£125.00 

DigiView V2 Pac 

£149.00 

DigiView Adaptor 

£18.50 

Genlock 

£260.00 

Futuresound 

£155.00 

SOFTWARE 

A Drum 

£32.50 

Aegis Animator/Images 

£75.50 

Aegis Sonix 

£39.50 

Animate 3D 

£99.00 

Digipaint Pac 

£42.50 

Deluxe Paint II 

£48.50 

Deluxe Video Pac 

£48.50 

Devpac 

£48.50 

Lattice C V4.0 

£45.00 

Pixmate 

£122.50 

Sculpt 3D 

£59.00 

Softwood Write + File 

£72.50 

TV Text 

£72.50 

VIP Pro 

£99.00 


16 BIT CENTRE 
48 Bachelor Gardens, Harrogate, 

North Yorkshire. HG1 3EE 
Tel: (0423) 526322 

Prop: R. Spittle. Vat No. 477 0960 17 


A TRI COMPUTER 
“ SOFTWARE Ltd. 

The AMIGA Specialists 

Full Range in Stock 
A2000/A500 on permanent Demo. 

Full Range of Graphic Software & 
Hardware in Stock 

Genlocks in Stock and on Demo + 
Output Devices like the XEROX 4020 
Printer 

FutureSound and all sound Packages 

always in Stock 

Midi Interfaces Stocked 

For all your AMIGA needs. 

Call 01-840 6136 

Or Write To 161-169 Uxbridge Road, 
Ealing W13 9AU. 

All major credit cards accepted 
Leasing Facilities available to BUSINESS 
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Joe Blade 

Players 


time limit runs out you have a rearrange them into 
alphabetical order by switching two at a time. 

Hie shooting and dodging of the guards could 
have been an exciting part of the game, but they 
are very easy to kill. The only way they ever pose a 
problem is if you enter a screen with one standing 
right on top of you. Although the sprites are 
excellently drawn, they all look the same, as do 


you locate a bomb, the letters A to E appear in a 
random sequence across the screen. Before the 


J be Blade was one of the most successful 
budget games of last year and must have been 
an obvious choice for 16-bit conversion. Its 
Amiga version sells in the budget market for £9.95, 
though whether £9.95 is really that cheap, I’m not 
sure. 

Game designers must be getting hard-up for 
scenarios; this time there are more hostages to 
rescue on your one-man mission against the 
enemy army. Today’s vUlian goes by the name of 
Crax Bloodfiner and has kidnapped six world 
leadersl. He is holding them hostage in his 1 ^ , 
threatening to kill them if the thirty billion dollar 
ransom is not paid. 

You are Joe Blade, hard nut commando and all 
that stuff. Bloodfingers’ lair is a maze of corridors 
and cells, constantly patrolled by guards. Your 
semi-automatic machine gun can be used for 
shooting the guards, or Joe can perform one of his 
record-breaking six foot high leaps over their 
heads. These guards are also armed but never 
shoot, instead they drain your energy when you 
touch them. Your mission has two parts: the first is 
to find all six hostages, and the second is to find 
and activate all the explosives to blow up Crax’s 
lair. Hostages can be found slumped against 
walls, and are rescued simply by touching them. If 

“Although the sprites are 
excellently drawn, they all look the 
same, as do most of the locations. ” 


most of the locations. For most of the game you Just 
scroll through bare corridors, occasionally entering 
an office or yard. This was fair enough with the 8-bit 
versions, but the Amiga should really have more 
variation. It comes to the point after a short while 
where you start to jump instead of walk to add a bit 
of interest. 

A soundtrack or more sound effects would have 
made it a lot more fun to play. As it is, there is some 
sampled gun-fire and one or two other spot effects. 
The maze of rooms will be a plus for cartographers 
and the bomb puzzle ties in well with this, but the 
game needs more action or puzzles to make it 
worth playing for more than half an hour. The 
conversion has been carried out accurately, which 
is the problem. The original’s simplicity does not 
do the Amiga justice. 

T.H. 
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STELLAR CONFLICT 


Y bur world has managed to survive for 
billions of years but, as the blurb for this 
inter-stellar strategy game would have it, the 
end is now in sight. Resources are fast being 
depleted, invading marauders are an ever¬ 
present menace and your subjects are getting 
fed up to the back teeth with the quality of life. 

As emperor of your world, it is up to you to build 
a fleet of starships and deploy them in a last ditch 
effort to stabilise your empire and establish 
peace before hostile forces bring your reign to an 
untimely end. What this peace mission actually 
means in practice is sending out your ships to 
conquer the galaxy, planet by planet. Manage 
massive starfleets, fly the heavens, flatten all 
oppostion and conquer umpteen planets, all by 
teatime, please. Strategy games designers are 
nothing if not big thinkers and issuers of tall 
orders! 

Stellar Conquest likens itself to the boardgame, 
Risk, but says that by virtue of its computerisation, 
much more is left to the player’s imagination. This 
is possibly true but I would not have said that in 
this instance that was something to shout about. 
The rudimentary graphics and fairly lacklustre 



pres enta tion do little to generate any excitement 
and atmosphere and so the game leaves perhaps 
too much to the imagination. 

The main display, the starmap, is nothing more 
than a static, two dimensional picture of a 
number of planets (initially just empty white 
cirlces) dotted across the heavens (a black 
background). To Ihe left of this is a time bar 

showing how much time you have left while on the 
right is a message/prompt area and the menu of 
commands. 

The game is intended for 1-4 players, any of 
whom can be human or the computer. Since this is 
a multi-player tactical game relying on the fact 
lhat each player does not know what the other is 
up to, it is essential that each player's turn is 
hidden from the rest of the participants. While the 


computer’s turns are automatically concealed 
(they just do not appear on screen), all human 
players must make their own arrangements to 
co-operate — in other words, promise not to peek 
while another player is at the keyboard. 

There are 3 skill levels to choose from - these 
affect both the time available for each player’s 
turn and certain bonuses. Three options are on 
offer — timed turns (limit the time for a player’s 
turn), access codes (prevent another player from 
accessing your data) and rebellions (to make the 
game harder). You may also decide to limit the 
game to a fixed number of turns or let the 
computer generate a random turn limit. 

Each player begins with an allocated number 
of craft and attempts to rule the galaxy by 
sending ships to neighbouring planets to conquer 
them, establish colonies and increase his income. 
With increased wealth, more ships can be built 
and thus more planets can be conquered. 

At the beginning of every game, a new starmap 
is randomly generated and you can proceed with 
that one or request another ad infinitum. Multiple 
attacks within a turn are possible, as is the ability 
to send and receive messages to and from other 
players. 

There are 4 classes of planets, each of which 
has a differing resource development and prod¬ 
uction potential and rebellious or non-rebellious 
inhabitants. Travel between planets can be in 
hyperspace, superspace or extended space mode 
— differing degrees of speed, basically. There is 
no animation — the basic stats and the starmap 
are simply updated to reflect the new position. 

Information can be obtained on ships in space, 
owned planets, distances between the heavenly 
bodies, income and battle news. Battle news 
gives you the name, class and image of the 
planet, details of the attackers and defenders 
(names, numbers and personal colours) and the 
outcome. Income information includes total 
resource units produced, ships built and rem¬ 
aining continuation. 

Stellar Conquest is only mildly interesting — it 
lacks the depth and variety needed to make it a 
game that is likely to grip for long. However, 
although it does not make much use of the 
Amiga’s undoubted graphics and sound potential, 
the game is enjoyable enough in its own way and 
is certainly easy to get into. A simple game at 
heart, Stellar Conquest is more likely to be suited 
to the novice strategy games player. There just 
does not seem to be enough in it to challenge and 
stimulate the experienced player. 

B.C. 


Sound: 2 
Payability:, 
Value: 5 
-foce: £201 
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SOUND N’ VISION 


OFFICIAL COMMODORE/AMIGA DEALER 


COMPUTERS 

AMIGA BUSINESS SYSTEM: A500 + 1084 + MPS1200 + The Works! + Transformer 

PC Emulator. £803.85 

Amiga 2000 + 1084 Colour Monitor .£1348.95 

Amiga 2088 PC/TX Bridgeboard + 5.25” Drive .£481.85 

Amiga 500 + dPaint .PHONE 

Amiga 500 + Philips 8833 Stereo Colour Mon .PHONE 

Amiga 500 + Commodore 1084 Colour Mon .PHONE 

PRINTERS 

Star LC-10 Parallel £199.00 

Star LC-10 Parallel Colour £219.00 

Okimate 20 Text & Multi-colour Graphics for Amiga.£179.00 

All Okimate Consumables held in stock .PHONE 

MONITORS 

Philips 8833 Stereo Colour Monitor inc lead .£249.00 

Philips 7502 Green Screen Monitor inc lead .£85.00 

Commodore 1084 Colour Monitor inc lead .£259.00 

MISCELLANEOUS 

Amiga 2092 PC 20Mb Hard Disk Drive .£493.35 

Amiga 2052 2Mb RAM Card .£366.85 

Amiga 501 512K RAM/Clock Expansion .£119.00 

Cumana CAX354 Disk Drive.£125.00 

Surge Protector 13A Plug.£12.95 

Surge Protector 3-Way Adaptor.£15.95 

Amiga DOS Reference Manual .£22.95 

Addison Wesley Amiga Ref Manuals .PHONE 

Digipic Frame Capture Digitiser .£319.00 

SOFTWARE 

Superbase Personal.£79.00 

Superbase Professional .£187.00 

Digiview2 .£149.00 

VizaWrite.£79.00 

Word Perfect .£165.00 

Lattice C standard.£126.00 

Prices subject to change without notice E&OE 


All prices include VAT 

CARRIAGE £8, EXPRESS DELIVERY £12, Software & Small Items FREE. 


'Delta *Pi Sa^tuuz'ie 


8 Ruswarp Lane, WHITBY, N. Ybrks. YD2 1ND. 
Tel: 0947 600065 (9am-7pm) 


7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 \ 7 


FlETRCOfTO 


COMMODORE HARDWARE 


Amiga A500, Deluxe Paint, Workbench 1.2 


Very First Steps Tutorial & Modulator 

£419.95 

Amiga A500 Business Pack 

£799.95 

Amiga A500 + 1084 Colour Monitor 

£665.00 

Amiga A500 + 1081 Colour Monitor 

£639.95 

Amiga A500 + Mono Monitor 

£499.95 

Amiga 2000 Phone for price 

Amiga 2000 Internal Drive 

£129.95 

Amiga A500 Internal Upgrade 

£109.95 

Cumana 1 meg Drive 

£129.95 

Commodore CBM64C pack 

£159.95 

1084 Colour Monitor 

£279.95 

1081 Colour Monitor (stereo) 

£249.95 

Gemlock 

£269.95 

Digi View 

£169.95 

BLANK DISCS 


10 20 50 100 


£10.95 £21.50 £49.95 £97.00 

Trade enquiries welcome 


RING FOR DETAILS OF OUR 

WIDE 

SOFTWARE SECTION 


Cheques & p/os to:— SOUND N VISION MAIL ORDER 

Mail Order Dept. 11A Silk Street, Leigh 


Lancs WN7 1AW. 0942 261344. 


11 Silk Street, Leigh 


Lancs WN7 1AW. 0942 673689 



CUT PRICE SOFTWARE LTD 


We develo p ed AmiqaDOS! 


So it is hardly surprising that reviewers confirm that 
we are the experts in programming tools for the Amiga. 


MACRO ASSEMBLER IMCC PASCAL 


Professional macro assembler, this is THE 
assembler package for the Amiga. Standard 
68000 mnemonics, macro expansions, over 160 
explicit error messages, fully formatted listings, 
large range of directives, absolute, position 
independent or relocatable pen OC 
code and conditional assembly. I'D!?.!)*) 


A fast and efficient ISO validated Pascal compiler 
generating native code, comprehensive error 
handling, 32 bit IEEE format floating point and 
full 32 bit integers. oon nc 

The definitive Pascal compiler for the Amiga ” 


Amazing Computing 

1 SHELL 

TOOLKIT i 

An enhanced command line interpreter to ease 1 


ties. Includes Make, Disassembler, Pipes, Lib¬ 
rarian, Pack and Unpack, Browse and AUX CLI. 
A package designed by the authors of Amiga¬ 
DOS to extend the power PQH OC 
of the operating system. X»u9.90 
“Likely to become one of the most used program¬ 
ming aids for the machine ” Your Commodore 


and speed up your development cycle. Contains 
Unix like features such as Command Line Hist¬ 
ory, Command Line Editor, Aliases, Variables and 
Push and Pop directories. Also full documenta¬ 
tion of Amiga CLI commands p a Q nr 
is provided. 

“It ’s well worth the money to anyone who uses 
the AmigaDOS CLI” Amiga World - June 1987 


neTRconco 


26 Portland Square, Bristol BS2 8RZ, UK. 

Telephone: (0272)428781 

Telex: 444874 METACO G Fax: 0272 428618 

© METACOMCO 1988 

Amiga and AmigaDOS are trademarks of Commodore - Amiga Inc. 


See your local dealer or order 
direct from Metacomco. 
Prices include VAT and P&P for 
UK mainland. Add £6 for delivery 
outside UK. 





(FREE GAMES ★★ DISK ★★ WEEKEND BREAK VOUCHERS WITH EVERY ORDER) 
(Blank 3.5in disks with labels only £10.95 per box of 10) 


AMIGA GAMES 

RRP 

OUR 

AMIGA ADVENTURES 

RRP 

OUR 

King of Chicago 

£29.99 

£19.99 

Jixer 

£24.95 

£16.95 

Defender of the Crown 

£29.99 

£19.99 

Guild of Thieves 

£24.95 

£16.95 

Sinbad 

£29.99 

£19.99 

The Pawn 

£24.95 

£16.95 

S.D.I. 

£29.99 

£19.99 

Deja Vu 

£29.95 

£19.95 

Barbarian 

£24.95 

£16.95 

Leisure Suit Larry 

£24.95 

£16.95 

Terrorpods 

£24.95 

£16.95 

Uninvited 

£29.99 

£19.99 

Obi iterator 

£24.95 

£16.95 

Kings Quest Triple 

£29.99 

£19.99 

Deep Space 

£34.95 

£24.95 

Hitchhikers Guide 

£29.99 

£19.99 

Backlash 

£19.95 

£13.95 

Leather Goddess 

£29.99 

£19.99 

Balance of Power 

£24.95 

£16.95 

Plundered Hearts 

£24.99 

£16.99 

Crazy Cars 

£24.95 

£16.95 

Station Fall 

£29.99 

£19.99 

Dark Castle 

£24.95 

£16.95 

Phantasie III 

£24.99 

£16.99 

Black Lamp 

£19.95 

£13.95 

Jewels of Darkness 

£19.95 

£14.95 

Grand Slam Tennis 

£24.95 

£16.95 

Silicon Dreams 

£19.95 

£14.95 

Impact 

£14.95 

£9.95 




Indoor Sports 

£24.95 

£16.95 

AMIGA BUSINESS PRODUCTS 


Insanity Fight 

£24.95 

£16.95 

Superbase 

£99.95 

£69.95 

Karate Kid II 

£24.95 

£16.95 

VIP Professional 

£228.85 £169.95 

Leviathon 

£19.99 

£13.99 

Word Perfect 

£228.85 £169.95 

Goldrunner 1 or 2 

£24.95 

£16.95 

Logistixs 

£114.94 

£79.95 

Shadowgate 

£24.95 

£16.95 

Assembler 

£69.95 

£49.95 

Star Wars 

£24.95 

£16.95 

Drum Studio 

£39.95 

£29.95 

Xenon 

£19.95 

£13.95 

Amiga File 

£49.95 

£34.95 

Leaderboard 

£24.95 

£16.95 

Gismos 

£49.95 

£34.95 

Leaderboard Tournament 

t £9.99 

£6.99 

Lattice C 

£189.95 £139.95 

Destroyer 

£24.95 

£16.95 

Pascal 

£89.95 

£69.95 

Flight Simulator 

£45.95 

£35.95 

Promise 

£39.95 

£29.95 

Hunt for Red October 

£24.95 

£16.95 

Toolkit 

£39.95 

£29.95 

Art of Chess 

£24.95 

£16.95 




Terrormex 

£19.95 

£13.95 

AMIGA GAMES CONT. 



World Games 

£24.99 

£16.99 

Silent Service 

£24.95 

£16.95 

Winter Games 

£24.99 

£16.99 

Bubble Bobble 

£24.95 

£16.95 

Hollywood Poker 

£19.95 

£13.95 

Mercenary 

£24.95 

£16.95 

Tetris 

£19.95 

£13.95 

Road War 2000 

£24.99 

£16.99 

Diablo 

£19.95 

£13.95 

Hardball 

£24.99 

£16.99 

Q Ball 

£19.95 

£13.95 

GFL Football 

£24.99 

£16.99 

Time Bandit 

£19.95 

£13.95 

GFL Golf 

£24.99 

£16.99 

(Business orders include VAT. Next 

day delivery £6.95. Recorded £2.50) 



(Game Products Postage Free U.K. Mainland Only. Overseas Orders Add £1.00 per Disk. 

Air Mail £2.50 per disk. Price List available. Please send S.A.E.) 
Cheques/Post Orders (Sterling only please). Made payable to: 

Cut Price Software Ltd., Unit 6 (Dept 1), Short House, Riverway, Harlow, Essex CM20 2DW. 
24 hour Answerphone (0278) 24433 or (0279) 31056 (Visa or Access Orders welcome) 

COME AND SEE US AT THE 
COMMODORE SHOW JUNE 3rd-5th 
AT THE NOVOTEL, LONDON 
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SOFTWARE AND PERIPHERALS 

LATEST AVAILABILITY LIST 


This latest availability list shows the 
growing quantity of software and 
peripherals for the AMIGA. It has 
been compiled by AMIGA User 
with the valuable collaboration of 
leading distributors. We are very 


grateful for the special help we have 
received from Hobbyte Ltd. Prices 
include VAT, where necessary and 
may, of course, be subject to 
change. Consult your dealer for 
price confirmation. 


Product 


Company 


Price 


1. Communications 

A Talk Plus 
BBS PC 

Dial text Comms Pack 
Digal 

Digital Link 
Maxicomm 
Onlinel 
Ruby-Comm 

Ruby-View & VT Emulator 
WS 4000 Modem 


2. Publishing/Printing 

City Desk 
Deluxe Print 
Home Publisher 
Page Setter 

Page Setter Laserscript 
ProWrite 
ProVrite 2.0 
Publisher Plus 
Shakespeare 


3. Graphics and Video 

Analysel Graphics 

Analytical Art 

Animation Effects 

Animation Stand 

Animator Apprentice 

Animator Apprentice Junior 

Animator Junior Library - Blocks 

Animator Junior Library - Geometries 

Animator Junior Library - Flipper 

Animator With Images 

Artpak 

Butcher II 

Calligrapher 

Deluxe Arts Parts 

Deluxe Paint 

Deluxe Paint Art & Utility Disk 

Deluxe Paint II 

Deluxe Print 

Deluxe Video 1.2 

Digl-paint 

Digipic 

Dlgl-Paint 

Dlgi-View 2.0 

Express Paint 

Fantavlslon 

Forms In Flight 

Grabbit 

Graphics Studio 

Images 

Impact 

Karafont Textured fonts 
Page Flipper 
Photon Paint 
Pixmate 

Prism Plus Paint 


Megasoft 

£89. 

95 

Micro-Systems Software 

£65. 

00 

Dial text 

£29. 

,00 

Aegis 

£57. 

00 

Digital Creations 

£65. 

,00 

Maxi soft 

£49. 

.95 

Micro-Systems Software 

£69. 

.95 

Y2 

£90. 

.00 

Y2' 

£172, 

.00 

Miracle Technology 

£189. 

.00 


Sunrise 

£115.00 

Electronic Arts 

£79.00 

Hi Tec 

£24.95 

Gold Disk 

£115.00 

Gold Disk 

£34.95 

New Horizons 

£75.00 

New Horizons 

£85.00 

Notheast Software 

£99.95 

Infinity 

£143.75 


Micro-Systems Software 

£49. 

95 

Crystal Rose 

£69. 

95 

Hash Enterprises 

£35. 

00 

Hash Enterprises 

£35. 

00 

Hash Enterprises 

£199. 

95 

Hash Enterprises 

£56. 

95 

Hash Enterprises 

£56. 

95 

Hash Enterprises 

£56. 

95 

Hash Enterprises 

£56. 

95 

Aegis 

£103. 

50 

Aegis 

£44. 

.95 

Eagle tree Software 

£27. 

00 

Interactive Softworks 

£55. 

.00 

Electronic Arts 

£9. 

.95 

Electronic Arts 

£39. 

.95 

Electronic Arts 

£29. 

.95 

Electronic Arts 

£99. 

,95 

Electronic Arts 

£24. 

.95 

Electronic Arts 

£69, 

.00 

NewTek 

£59. 

,95 

Precision Software 

£299 

.00 

NewTek 

£59. 

.95 

NewTek 

£170. 

.00 

PAR Software 

£69. 

,95 

Broderbund Software 

£34. 

.95 

Micro Magic 

£60. 

.00 

Discovery 

£29, 

,95 

Prog. Peripherals 

£59. 

,95 

Aegis 

£27, 

.95 

Aegis 

£63, 

,25 

Kara 

£59, 

.95 

Mindware 

£45. 

.00 

Microillusions 

£99 

.95 

Prog. Peripherals 

£49 

.95 

Prism 

£59 

.95 


Pro Video CGI Titler 

Pro Video Font Library 

Sculpt 3D 

The Director 

TV*Show 

TV*Text 

Video Titler 

Videoscape 3D 

Zima Fonts 1,2,3 

4. Leisure 

Aaargh 

A Mind Forever Voyaging 

Archon 

Arctic fox 

Arena Sports Simulation 

Arkanoid 

Army Moves 

Bad Cat 

Backlash 

Balance Of Power 
Ball Raider 
Bally Hoo 
Barbarian 
Barbarian 
Battleships 
Blackjack Academy 
Black Shadow 
Blasterball 
Bone Cruncher 
Borrowed Time 
Brainstorm 
Brattlcus 

Brian Clough Football 
Bureaucracy 

Championship American Football 
Championship Baseball 
CHampionship Golf 
Chessmaster 2000 
Crazy Cars 
Cruncher Factory 
Dark Castle 
Deep Space 

Defender Of The Crown 

Deja Vu 

Delta Patrol 

Demolition 

Destroyer 

Diablo 

Dreadnought 

Dr. Fruit 

Dungeon Construction 
Earl Weaver Baseball 
Ebonstar 
ECO 

Emerald Mine 
Faery Tale 
Ferrari Formula One 
Feud 

Final Trip 

Fire Power 

Flight Simulator II 

Flight Simulator II Scenery Disk 7 

Flight Simulator II Scenery Disk 11 

Galactic Invasion 

Garrison 

GFL Championship Football 


JDK 

£179. 

.95 

JDK 

£89. 

.95 

Byte 

£79. 

,95 

The Right Answers Group 

£47. 

,00 

Zuma Group 

£99. 

,95 

Zuma Group 

£99, 

,95 

Aegis 

£65. 

,00 

Aegis 

£143. 

,75 

Zuma Group 

£26. 

,00 


Melbourne House 

£19.99 

Infocom 

£34.95 

Electronic Arts 

£29.95 

Electronic Arts 

£29.95 

Psygnosis 

£29.95 

Discovery 

£24.95 

Imagine 

£24.95 

Euro Gold 

£24.95 

Novagen 

£19.95 

Mindscape 

£29.95 

Diamond 

£19.95 

Infocom 

£29.95 

Palace 

£24.95 

Psygnosis 

£24.95 

Elite 

£19.99 

Microillusions 

£29.95 

CRL 

£19.95 

Mastertronic 

£9.99 

Superior 

£14.95 

Activision 

£24.95 

King Size 

£9.95 

Psygnosis 

£24.95 

Infocom 

£34.95 

Infocom 

£34.95 

Gamestar 

£24.95 

Gamestar 

£24.95 

Gamestar 

£34.95 

Software Country 

£29.95 

Titus 

£24.95 

Anco 

£9.95 

Mlrrorsoft 

£24.99 

Psygnosis 

£24.95 

Cinemaware 

£29.95 

Mindscape 

£29.95 

Other Valley 

£24.95 

Anco 

£9.95 

Epyx 

£24.95 

Uni corn 

£24.95 

Melbourne House 

£19.99 

Anco 

£9.95 

Microi llusions 

£39.95 

Electronic Arts 

£29.95 

Microillusions 

£39.95 

Ocean 

£24.95 

Anco 

£9.95 

Microillusions 

£29.95 

Electronic Arts 

£24.95 

Mastertronic 

£9.99 

Anco 

£9.95 

Microillusions 

£24.95 

Sublogic 

£49.95 

Sublogic 

£24.95 

Sublogic 

£24.95 

Microillusions 

£24.95 

Rainbow Arts 

£24.95 

Gamestar 

£24.99 
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Golden Path 
Goldrunner 
Grand Slam Tennis 
Grid Start 
Guild of Thieves 
Gunship 
Hacker 
Hacker II 
Hardball 

Hltchikers Guide To The Galaxy 
Hollywood Hi jinks 
Hollywood Poker 
Impact 

Insanity Fight 

Into The Eagles Nest 

Jewels of Darkness 

Joe Blade 

Kampfagruppe 

Karate Kid II 

Karate King 

Karting Grand Prix 

Kikstart II 

King of Chicago 

Kings Quest 

Knight Ore 

Land of Legends 

Las Vegas 

Leaderboard 

Leaserboard Add-on T 

Leather Goddesses Of Phoebus 

Little Computer People 

Marble Madness 

Mean 18 Golf 

Mercenary 

Metalllca 

Metropolis 

Micro League Baseball 

Mlndshadow 

Moebius 

Moon Mist 

Mousetrap 

Ninja Mission 

Ogre 

One On One 

Pawn 

Phalanx 

Pinball Wizard 

Planetfall 

Plutos 

Pool 

Portal 

Ports of Call 
Power Play 
Q Ball 
Racter 
Revenge II 
Roadwars 
Roadwar Europa 
Roadwar 2000 
Rockford 
Rogue 
Rogue 

Romantic Encounters at the Dome 
S.D.I. 

Seven Cities Of Gold 

Shadowgate 

Sidewinder 

Silent Service 

Slnbad 

Sky Fighter 

Skyfox 

Slap Fight 

SIaygon 

Space Battle 

Space Quest 

Space Ranger 

Star League Baseball 

Star Wars 

Stellar Conflict 

Strip Poker 11+ 

Super Huey 

Temple Of Apshai Trilogy 

Terramex 

Terrorpods 

Test Drive 

Thai Boxing 

The Haley Project 

The Hunt For Red October 

The Pawn 


Firebird 

£19.95 

Microdeal 

£24.95 

Infinity 

£29.95 

Anco 

£9.95 

Rainblrd 

£24.95 

Microprose 

£39.95 

Activision 

£24.95 

Activision 

£24.95 

US Gold 

£24.95 

Infocom 

£29.95 

Infocom 

£29.95 

Diamond Games 

£19.95 

Audiogenlc 

£14.95 

Microdeal 

£24.95 

Pandora 

£19.95 

RaInbird 

£19.95 

Players 

£9.95 

SSI 

£29.95 

Microdeal 

£24.95 

Anco 

£9.99 

Anco 

£9.95 

Mastertronic 

£9.99 

MirrorSoft 

£29.95 

Sierra 

£29.95 

Rainblrd 

£19.95 

Microillusions 

£49.95 

Anco 

£9.95 

Access 

£24.95 

Access 

£9.95 

Infocom 

£34.95 

Activision 

£34.95 

Electronic Arts 

£19.95 

US Gold 

£29.95 

Novagen 

£24.95 

Mastertronic 

£9.99 

Melbourne House 

£19.99 

Micro League 

£59.95 

Activision 

£24.95 

Origin 

£25.95 

Infocom 

£29.95 

Tynesoft 

£14.95 

Mastertronic 

£9.99 

Origin Systems 

£24.95 

Arlolasoft 

£29.95 

Rainblrd 

£24.95 

Anco 

£9.95 

Klngsoft 

£19.95 

Infocom 

£29.95 

Tynesoft 

£14.95 

Mastertronic 

£9.99 

Activision 

£24.95 

Aegis 

£24.95 

Arcana 

£19.95 

English Software 

£19.95 

Mindscape 

£36.00 

Mastertronic 

£9.99 

Melbourne House 

£19.99 

S.S.I. 

£24.95 

S.S.I. 

£29.00 

Melbourne House 

£19.99 

Epyx 

£27.00 

Mastertronic 

£9.99 

Microillusions 

£39.95 

Clnemaware 

£29.95 

Arlolasoft 

£29.95 

Mindscape 

£24.00 

Mastertronic 

£9.99 

Microprose 

£24.95 

Clnemaware 

£29.95 

Anco 

£14.95 

Electronic Arts 

£29.95 

Imagine 

£24.95 

Microdeal 

£19.95 

Anco 

£9.95 

Sierra 

£29.95 

Mastertronic 

£9.99 

Gamestar 

£29.95 

Domark 

£19.95 

PAR Software 

£29.95 

Anco 

£9.95 

Cosmi 

£19.95 

Epyx 

£24.95 

Grand Slam 

£19.95 

Psygnosls 

£24.95 

Electronic Arts 

£24.95 

Anco 

£9.95 

Epyx 

£44.95 

Grand Slam 

£24.95 

Rainblrd 

£24.95 


The Surgeon 
Time Bandit 
Trinity 
Uninvited 
Vader 

Vampires Empire 

Video Vegas 

Winnie The Pooh 

Winter Games 

Winter Olympiad 

Wishbrlnger 

Wizball 

Wordplex 

World Darts 

World Games 

Xenon 

XR35 

Zork I 

Zork II 

Zork III 


5. Business 

A Filer 

Acquisition 1.3 
Amiga Accounts 
AmigaCalc 
Analyze! 

Analyze! 2.0 

B.E.S.T. Business Management 
Business Accounts 1 
Business Accounts 2 
DataRetrleve 
dB Man 

Dynamic Word 
Excellence! 

File II 

Goldspell 

Hai Calc 

Hippo Word 

Integrated Accounts 

KSpread II 

Logistix 

Maxi desk 

Maxi pi an 500 

Maxiplan Plus 

Microfiche Filer 

Office 

Organize! 

Outline 

Promise 

ProWrite 

Scribble! 

Superbase Personal 

Superbase Professional 

Talker Word Processor 

Textcraft 

TextPro 

The Works 

Uni calc 

VIP Professional (1-2-3 Clone) 
Vizawrlte (Desktop) 

WordPerfect 4.1 

Write & File + Spellcheck/Merge 


6. Utilities and Languages 

64 Emulator 

A/C Basic 

A/C Fortran 77 

Airt Language 

APL Programming Language 

AssemPro 

Aztec C Professional 
Aztec C Developers 
Aztec C Commercial 
Benchmark Modula-2 
CLImate 

Cambridge Lisp 
dBase III ISAM Package 
Devpac Assembler 

Explorer Disassembling Debug Monitor 

FACC II 

Flipside! 

Gizmos 

GOMF 

ISO Pascal 


Ami sung 

Microdeal 

Infocom 

Mindscape 

Anco 

Magic Bytes 

Baudville 

Sierra On-Line 

Epyx 

Tynesoft 

Infocom 

Ocean 

PAR Software 

Mastertronic 

Activision 

Melbourne House 

Anco 

Infocom 

Infocom 

Infocom 


Megasoft 

£49.95 

Taurus Impex 

£249.95 

Total Office 

£149.95 

Commodore 

£79.95 

Micro-Systems Software 

£99.95 

Micro-Systems Software 

£149.95 

Business Electronics 

£399.00 

Panmead 

£166.75 

Panmead 

£166.75 

Abacus 

£49.95 

Verasoft 

£149.95 

Microillusions 

£199.95 

Micro-Systems Software 

£199.95 

Softwood 

£99.95 

Gold 

£39.95 

Hal 

£59.95 

Hippo 

£189.95 

Eldersoft 

£114.95 

Kura 

£79.95 

Grafox 

£95.00 

Maxi soft 

£69.95 

Oxxi Inc. 

£99.95 

Oxxl Inc. 

£149.95 

Software Vision 

£99.95 

Interlex 

£49.95 

Micro-Systems Software 

£49.95 

Micro-Systems Software 

£39.95 

Robtek 

£39.95 

New Horizons 

£75.00 

Micro-Systems Software 

£49.95 

Precision 

£99.95 

Precision 

£249.95 

Finally 

£42.15 

Commodore 

£44.95 

Abacus 

£57.45 

Micro-Systems Software 

£149.99 

Lattice 

£69.95 

Ditek 

£139.95 

Viza Software 

£99.95 

Sentinel Software 

£228.85 

Softwood Company 

£99.95 


ReadySoft 

£69.95 

Absoft 

£195.00 

Absoft 

£235.00 

PDJ 

£55.00 

Micro APL 

£264.50 

Abacus 

£49.95 

Manx 

£199.00 

Manx 

£299.00 

Manx 

£499.00 

Oxxi Inc 

£199.95 

Prog. Peripherals 

£34.95 

Metacomco 

£149.95 

Lattice 

£109.25 

Hi Soft 

£59.95 

I.A.N 

£49.95 

ASDG 

£34.50 

Micro-Systems Software 

£19.95 

Digital Creations 

£49.95 

Hypertek 

$34.95 

Metacomco 

£89.95 


continued on page 96 ■ 
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£49.95 
£24.95 
£34.95 
£29.95 
£9.95 
£19.95 
£29.B5 
£24.95 
£29.95 
£19.95 
£29.95 
£24.95 
£24.95 
£9.99 
£24.95 
£19.99 
£9.95 
£29.95 
£29.95 
£29.95 


AMIGA User International June 1988 95 
















iRmiGR mro] 


continued 


KSeka Assembler 
Language Plus Runtime System 
Lattice C 3.1 Fast Compiler 
Lattice C 3.1 Professional 
Lattice C Compiler 
Lattice C 4.0 (Standard) 

Lattice C 4.0 (Developers) 

Lint 

Macro Assembler 
Make 

Marauder 2 

MCC Toolkit With Multi-user Utility 

Metascope Debugger 

Modula-2 

Modula-2 Developers Version 

MS DOS-C Cross Compiler 3.1 

Multi Forth 

Panel Screen Design 

Power Windows 1.2 

RAM Disc 

Sam Basic 

Screen Editor 

Shell Enhanced CL I 

Text Utilities 

True Basic Language 

True Basic Runtime System 

UBZ Forth 

Unix Compatible Make 

USCD Pascal - The Power System 

Zingl 


7. Music und 

Adrum 

AudioMaster 

Deluxe Music Construction Set 

Drun Studio 

Dynamic Drums 

Dynamic Studio 

Future Sound 

Hot Licks 

Instant Music 

It's Only Rock And Roll 

Music Student I 

Music Student II 

Music Studio 

Music X 

Perfect Sound 

Pro Sampler Studio 

Sonix 

SoundScape MIDI Interface 
Soundscape Pro MIDI Studio 
Soundscape Sound Sampler/Digitser 


8. CAD/CAM/Drawing 


Kuma 

True Software 

Lattice 

Lattice 

Lattice 

Lattice 

Lattice 

Graymatter 

Metacomco 

Lattice 

Discovery 

Metacomco 

Lattice 

Modula-2 

Modula-2 

Lattice 

Creative Solutions 
Lattice 

Inovatronics Inc 

MicroForge 

D.S. 

Lattice 

Metacomco 

Lattice 

True Software 

True Software 

UBZ Software 

Lattice 

Pecan 

Meridian 


£49.95 

£249.94 

£165.00 

£165.00 

£99.95 

£143.75 

£270.25 

£ 110.00 

£60.82 

£97.75 

£39.95 

£39.95 

£75.00 

£99.95 

£149.95 

£373.75 

£179.00 

£145.00 

£59.95 

£24.99 

£99.95 

£75.00 

£49.95 

£55.00 

£69.95 

£69.95 

£85.00 

£75.00 

£79.95 

£49.95 


Aegis Draw 

Aegis 

£79.95 

Aegis Draw Plus 

Aegis 

£184.95 

Dynamic CAD 

Microillusions 

£485.00 

Intro Cad 

Prog. Peripherals 

£59.95 

PCB Layout 

Soft Circuits 

£499.00 

PCB Logicworks 

Capilano 

£99.95 

PCLO 

Soft Circuits 

£69.95 

Pro Net 

Prolific 

£475.00 

Pro Board 

Prolific 

£475.00 

X-CAD 

Taurus 

£450.00 

9. Other 

Business Statistics 

Lionheart 

£145.95 

Decision Analysis 

Lionheart 

£110.95 

Demonstrator 

Meridian 

£69.95 

Discovery 

Mlcrolllusions 

£39.95 

Expert System Kit 

Exp 

£69.95 

Flow Ideas Processor 

New Horizons 

£59.95 

Galileo 

Infinity 

£59.95 

Home Control System Starter Pack 

MDR 

£375.00 

Isgur Portfolio 

Batteries Inc. 

£249.95 

Multi-Variate Analysis 

Lionheart 

£145.95 

Portfolio Gold 

MDR Interfaces Ltd. 

£9.95 

Sales And Marketing Forecasts 

Lionheart 

£145.95 

The Planetarium 

Microillusions 

£69.95 


10. Peripherals and Accessories 


1 MB Insider expansion (A1000) 

1.5 MB Expansion card (A500) 

2 MB RAM Expansion 
2 MB RAM Expansion 

32 Bit Turbo Amiga System 
512 KB expansion/Clock (A500) 

68020 14 Mhz CPU Board 

68020/68881 Fast/maths Piggyback Board 

A3 Graphics Tablet 

A4 Graphics Tablet 

Alegra 512K Memory Expansion Board 

Amiga Dust Cover (A500) 

Amiga Dust Cover (A1000) 

Digiclear (captures from video/camera) 
Dlgl-Droid 

Diglplc 32 level frame grabber 
Digi-View HAM 4096 colour digitiser 
Genlock With Software Utilities 
Genlock (A500/A2000) 

H.A.M. 4096 Colour Digitiser 

High Resolution Flicker Free Monitor 

Jitter Rid For 1081 Monitor 

Kickstart Eliminator 

Modem Leads 

Perfect Sound Sampler 

Polaroid Palette And Interface System 

Printlink 

Real Time Clock 

Sidecar (provides IBM compatibility) 
TV Modulator (A500) 

VD3 Real-time colour video digitiser 


Spirit 

Spirit 

Comspec 

Megaboard 

CSA 

Prog. Peripherals 

CSA 

CSA 

Cherry 

Anakin 

Access Associates 

Amiga User 

Amiga User 

Busbyte 

NewTek 

NewTek 

NewTek 

Interactive 

Rendale 

01 gi view 

Mitsubishi 

Ideas Created 

Supra 

Various 

SunRize Industries 

Burocare Systems 

Tri logic 

Hobbyte 

Commodore 

Commodore 

Burocare 


£373.75 

£399.00 

£595.00 

£516.35 

£5,475.00 

£113.85 

£975.00 

£1,480.00 

£632.00 

£499.00 

£230.00 

£7.99 

£16.45 

£79.00 

£59.95 

£343.85 

£179.00 

£430.00 

£299.95 

£179.00 

£799.00 

£19.95 

£179.00 

£19.95 

£70.00 

£1,550.00 

£30.00 

£59.90 

£399.00 

£24.95 

£914.25 


Bullfrog Productions 
Aegis 

Electronic Arts 

£39.95 

£44.95 

11. Printers 

7 Colour Ink Jet Printer 

Canon 

£499.00 

£69.95 

A3 4 Colour Pen Plotter 

Hitachi 672 

£599.00 

Hi Tec 

£39.95 

A3 6 Colour Pen Plotter 

Sektronic SPL 430 

£899.00 

New Wave Software 

£69.95 

A4 4 Colour Pen Plotter 

Epson H180 

£399.00 

New Wave Software 

£129.95 

HP PaintJet Colour Ink Jet Printer 

Burocare Systems 

£1,144.25 

Applied Visions 

£170.00 

High Quality Colour Printer 

Mitsubishi 

£4,135.00 

Inflnity 

£34.95 

Juki 5520 Colour Printer 

Juki 

£499.00 

Electronic Arts 

£29.95 

Laser Printer 300 dpi 

Canon LPB8-A1 

£2,600.00 

Electronic Arts 

£29.95 

Laser Printer 300 dpi 

QMS 

£1,995.00 

ACS 

£49.95 

Laser Printer 300 dpi Vector Graphics 

Canon LPB8-B1 

£3,799.00 

ACS 

£49.95 

Okimate 20 Printer With Amiga ROM 

Okimate 

£199.99 

Activision 

£34.95 

Printer Cable 

Busbyte 

£19.95 

Mlcrolllusions 

£299.95 

Toner Cartridge (black, brown, blue) 

Canon 

£86.00 

Perfect 

£79.95 

Xerox 4020 Colour Printer 

Precision Software 

£1,374.25 

Datel 

Aegis 

Mlmetics 

Mlmetics 

Mlmetics 

£69.95 

£57.50 

£59.00 

£184.99 

£124.99 

12. Disk Drives and Storage 

10 x 3.5" disks in box 

Hobbyte 

£19.95 


30 Mbyte Hard Card (A2000 or Sidecar) 

3.5" Disk head cleaner 

External 3.5" Disk Drive 

Supra 20 Mbyte Hard Disk With Clock 

Supra 60 Mbyte Hard Disk With Clock 


13. Books 

Advanced Amiga Basic 
Amiga Applications 
Amiga Basic - Inside and Out 
AmigaDOS Manual 
Amiga for Beginners 
Amiga Programmers Guide 
Amiga Programmers Handbook 
AmigaDOS Reference Guide 
Beginners Guide 

Computers First Book Of The Amiga 
Elementary Amiga Basic 
Hardware Reference Manual 
Inside Amiga Graphics 
Inside the Amiga with C 
Intuition Reference Manual 
Modula-2 Seafarer^ Guide/Shipyard Man 
Presenting The Amiga 
Programmers Guide to the Amiga 
ROM Kernal Reference Manual I Exec 
ROM Kernal Reference Manual II 
The Amiga 

The Amiga Handbook 
The Amiga System 


Western Digital 

Hobbyte 

Cumana 

Supra 

Supra 


Computet 

Computet 

Abacus 

Bantam 

Abacus 

Computet 

Sybex 

Computet 

Computet 

Computet 

Computet 

Addison Wesley 

Computet 

Sams 

Addison Wesley 
Addison Wesley 
First Publishing 
Sybex 

Addison Wesley 
Addison Wesley 
Microsoft 
Sunshine 
Precision 


£299.00 

£7.95 

£114.95 

£793.35 

£1,608.85 


£16.95 

£14.95 

£16.95 

£24.95 

£10.95 

£14.95 

£24.95 

£14.95 

£14.95 

£14.95 

£12.95 

£23.70 

£16.95 

£19.95 

£23.70 

£16.30 

£9.95 

£24.95 

£23.70 

£33.20 

£16.95 

£15.95 

£9.95 
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Signature 


Keep your AMIGA 
protected with a 
strong, top quality, 
fire proofed cover. 
Specially designed 
for the AMIGA 1000, 
it has a neat mouse 
pocket to keep the 
control device safe, 
too. At only 
£15.95 (plus 50p p&p) 
its a great way to 
keep dust and dirt off 
r computer. When 
you’re not using it 
cover your AMIGA 
up and keep it safe! 


The great 
AMIGA 


Cover 


r 

| To: Commodore Business and Amiga User 

40 Bowling Green Lane, London EC1R ONE 

I I want you to rush me a special AMIGA cover. I enclose a 
j cheque (sterling) for £16.45 (add £1 for postage outside 
I the U.K. and Ireland) made payable to ‘Croftward Limited’ 
I Name . 


HUMGOLD 
COMPUTERS LTD. 


for your AMIGA requirements 


Examples 

RRP 

Our Price 

AC FORTRAN 

£295.00 

£243.37 

Animator Apprentice 

£199.95 

£162.46 

Barbarian 

£24.94 

£20.59 

City Desk 

£99.95 

£82.46 

CLImate 

£34.95 

£28.83 

Defender of the Crown 

£29.95 

£24.70 

DigiPaint 

£59.95 

£49.46 

Faery Tale Adventure 

£49.94 

£38.71 

Guild of Thieves 

£24.94 

£19.96 

Kings Quest Triple Pack 

£24.99 

£20.00 

Knights Ore 

£19.95 

£15.96 

Lattice C V4.0 

£172.50 

£142.31 

MaxiPlan Plus 

£149.95 

£123.71 

Publisher Plus 

£99.95 

£81.20 

Scribble 2 

£99.95 

£82.46 

Starglider 

£24.94 

£20.59 

Superbase Personal 

£99.95 

£82.46 

Superbase Professional 

£249.94 

£206.21 

The Art of Chess 

£24.94 

£20.59 

20 MB Drive for A500 

£799.00 

£709.11 


Orders (Cash/cheque only) to: 

HUMGOLD COMPUTERS LTD 

(Mail order dept.) 

85 Longhurst Road, 

Lewisham, London SE13 5NA 

01-852 3992 

(ansafone) for full price list 


Public Domain Software 
for the Amiga 


from £3 per disk all inclusive 

★ Fast Service 

★ Only Quality DS/DD disks are used 
★ Range of all types of Software 
★ Latest Software releases 

Disk 11: Slideshow for displaying IFF images 

Disk 15: Monopoly, Drawing program, Fish Animation etc. 

Disk 28:ABasic Games: Backgammon, Cribbage, Othello'etc. 

Disk 40: Amiga DOS Help program, Sprite Editor, Spelling Checker 
Disk 67: Disk Cataloguing program, Bouncing Ball Demo, Wheel of 
Fortune game 

Disk 70: Gravity Wars game, 3D Life, Logo Interpreter 
Disk 72: Disk full of IFF pictures 

Disk 106: Amiga Art Work, Slide Show and Animation program 

Disk 112: Graphic Demos 

Disc 116: Animation program with examples 

Prices 

1-3 disks £3.50 per disk 
4 disks or more £3 per disk 

Ordering 

Write your order clearly on a piece of paper or cut out this ad and 
send it to us at the address below. Please make cheques/POs 
payable to “AMIGA PDL”. Don’t forget to give your name and 
address! 

Catalogue 

The programs listed above are only a small selection from our 
library. A Catalogue disk which gives details on the Public 
Domain Software we stock is available for just £3. 

Join the Club! 

Interested in joining our User Club? Write or phone for details 


THE AMIGA PD LIBRARY 
140 Rushdale Road, Sheffield, S8 9QE 
PD Hotline 0742-588429 (9am-9pm) 
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UPDATE 

DEUTSCHLAND 

Chris Holmes keeps in touch with the German Amiga scene. 



A fterjhe recent impressive Hanover 
computer show in Germany it may 
come as no surprise to learn that 
the Amiga is rapidly establishing itself as 
a major presence in the German home 
computer market. With Commodore un¬ 
veiling two new Amigas (the A2500 and 
A3000) and announcing a transputer 
add-on for the Amiga family, things have 
certainly hotted up in the race between 
Atari and Commodore to gain the nod of 
approval from the German consumer. 
With some 78% of the total home micro 
market, CBM is, of course, far ahead and 
plans to keep its lead. 

As well as the changes promised by 
Commodore in the hardware market, 
Amiga software continues to sell very 
well indeed in Germany and the quality of 
German software is most definitely im¬ 
proving. You may remember that in the 
last feature on the German Amiga scene, 
we said that there could be some awe¬ 
some Amiga games to come from Ger¬ 
many because of the success of the 
Amiga 500. The Great Giana Sisters is 
probably the first Amiga game of this 
level to be released anywhere in the 
world and that is not an idle claim. So 
what makes this game so special com¬ 
pared to other Amiga games currently 
available? 

The answer to that is the sheer simplic¬ 
ity and undiminishing addictiveness 
offered by Giana Sisters. The game is a 
cross between the coin-op classics Won- 
derboy and Super Mario Brothers. The 
graphics are simple and clear, the music 
is hypnotic and the scrolling is super 
smooth. As well as possessing compul¬ 
sory ingredients like these for a hit game, 
it is packed with humour, a great feeling 
of momentum while controlling Giana 
(who just happens to be the Star of the 
game) and sense of gameplay that is 
unrivelled on any home computer. 

The game is released by Time Warp in 
Germany but many software companies 
of other countries are eagerly trying to 
sign the rights to release the game. 
When it is eventually released make sure 
that you buy a copy immediately as it is 
guaranteed to cause many sleepless 
nights! 


At the other end of the scale in Amiga 
games is the completely awful Soccer 
King from Kingsoft. I can only imagine 
that this game was released to capitalize 
on the interest that is being generated by 
the European championships, held in 
Germany in June. Soccer King is the first 
football game to appear on the Amiga but 
that is no excuse to buy it. The graphics 
are crude, the scrolling is jerky and the 
gameplay is drab. This is surprising as 
Kingsoft has established a reputation for 
successful games including a CEI Oscar 
winner. No doubt we can expect better 
from them in the future. 

“packed with humour ,; a 
great feeling of 
momentum... 
gameplay that is 
unrivalled on any home 
computer ” 

Elsewhere in the German games mar¬ 
ket, MagicBytes are rapidly establishing 
themselves as a software company fully 
capable of creating quality Amiga Soft¬ 
ware. Having already released Vampires 
Empire and Pink Panther, the company 
has also nearly completed two other 
major titles, Tom and Jerry and Paranoia. 

Those who have visited Germany will 
know that the games market is not the 
only interest of German computer own¬ 


ers. In particular, peripheral hardware is 
a very important part of the German 
computer Market. Recently, due to the 
success of the Amiga 500, there are 
many third party companies that are 
selling hardware such as external drives 
and half Meg Ram packs for the 
machine. A typical external disk drive for 
the Amiga will cost about 240 Dm (about 
£80) in Germany. As well as Disk drives 
and RAM packs, modems are extremely 
fashionable for the Amiga in Germany. A 
top of the range Modem with full duplex 
facility would cost about 1000 Dm, 
whereas in the U.K., for example, you 
wouldn’t receive much change from 
£500. 

Hardware is relatively cheap in Ger¬ 
many, probably because the country’s 
industrial base has higher productivity 
than most other nations’, and conse¬ 
quently enjoys greater economies of 
scale than Britain. This summer the 
Amiga family will be celebrating its third 
birthday in Germany and the public there 
are every bit as excited about the Amiga 
dimension as they were when it was first 
unveiled to them almost three years ago. 
Germany has become an important, 
possibly the major factor in the Commod¬ 
ore picture and a tremendous influence 
on the Amiga drea. If present signs are 
correct it will continue to be a major asset 
to Commodore well into the 21 st 
century. C.H. 
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Upgrade from Perfect 


to Excellence! 




12798 West Forest Hill Boulevard 
West Palm Beach, Florida 33414 


4 


Inquiries dial 
l-(800) 327-8724 
in Florida: (305) 790-0770 


Dealers and Distributors 
call Brown-Wagh, 1 (800) 451-0900 
in California: (408) 395-3838 

Amiga is a registered trademark of Commodore Amiga, Inc. 
PostScript is a registered trademark of Adobe Systems, Inc. 
Excellence! is a registered trademark of Micro-Systems Software, Inc. 

Committed to excellence since 1978. 


Micro-Systems Software is 
committed to a higher stan¬ 
dard of excellence. And 
we’re ready to prove it! Our 
newest Amiga product is a 
full-featured word processor 
that exemplifies our com¬ 
mitment to the Amiga. And 
to you. We have appropri¬ 
ately named it excellence! 
for obvious reasons. First of 
all, users of our popular 
word processor Scribble! 
told us about the features 
they wanted in a full- 
featured word processor. So 


There are always minor differences between programs designet 
for the same application. Before you make your choice, 
consider these major differences between excellence! and 
several well-known word processing programs! Excellence! 
processes words perfectly and does it faster than any other 
WYSIWYG word processing program available, giving the 
text-only programs a race for their money! (Not all program 
claiming to be WYSIWYG really are. Excellence! shows yoi 
everything, including super- and sub-scripts, headers, footers 
footnotes, colors, 


we compiled their suggestions and designed excellence!, a 
program that sets new standards for word processing. And 
more importantly, excellence! has been developed 
specifically for the Amiga, on the Amiga. It takes advan¬ 
tage of the user-friendly Amiga interface and is designed 
to be intuitive in a way no other word processor can 
match. An important point: several companies, new to the 
Amiga market, want you to think their track record with 
other computer systems makes them instant experts with 
your Amiga. That just isn’t so. Micro-Systems Software 
is one of the pioneer developers of produc¬ 
tivity software exclusively for 
the Amiga! We know your 


and graphics!) 
Excellence! has all 
of the standard 
features too, in¬ 
cluding: mail 
merge, full clip¬ 
board support, full 
text styling, multi¬ 
ple methods of 
movement within 
documents, search 


Features^| 
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Amiga inside out. So, 
features you once thought 
to be luxuries, you can 
now consider basics. 
Excellence! has all the 
powerful features required 
of a modern word processor, 
in a package sophisticated 
enough to use in desktop 
publishing. 


and replace, and printer control! Excellence! has a dramatic 
collection of features that place it at the forefront of a new 
generation of full-featured word processsors. Its innovation 
include: full color support of text, inclusion of IFF graphic 
images, spelling check as you type, basic mat 
capabilities within documents, multiple 
column support, proportional font sup 
port, Index generator, Table of Con¬ 
tents generator, integrated Thesaurus, 
integrated Grammatical and Style 
checker, and PostScript output! 

Excellence! is the perfect word 
processor for every need. From letters 
to newsletters; from the annual report 
to scientific research articles; from 
book reports 
to the book 
itself. If your 
writing aspires 
to excellence, 
you need a pro¬ 
gram to match! 


Micro-Systems Software 
Committed to excellence. 












Printers 

Citizen 120D £150 

STAR LC10 £195 

STAR CLC10 £225 

NEC P2200 £295 

(24 PIN DOT-MATRIX PRINTER) 

AMIGA 500 £325 

1084 MONITOR £225 

MULTISYNC II MONITOR £495 

HIGH SCREEN MONITOR £235 

SPECIAL OFFER 

AEGIS PORTS OF CALL £ 29.50 

EXTERNAL DISK 
DRIVES 

3.5" - £100 +vat 

5.25" - £145 +vat 

POLAROID 

PALETTE 

Including Amiga interface 

£1350 +vat 

A 

B2000+ 
2 Mb RA 
XT BRID 
AMIGA 2 

lMIGA 2000 

MONITOR.£1250 

M EXPANSION.£ 595 

GE BOARD.£ 425 

0 MB HARD DISK.£ 525 

All Prices plus VAT 

GENLOCK 'j 

£285 inc.VAT 

S- 

HEWLETT 
PACKARD 
PAINT JET 

COLOUR INK JET 
PRINTER 

4096 Colours + 
Overhead Projections 

£995 +VAT 

THE VDAMIGA VD3 REAL-TIME DIGITIZER 

PAL AND NTSC 

VD3-£550+vat • 

:(|e VDAmiga Slows the user to take an Input from a video and convert i: 10 an Amiga format. 

ill- THE VD3+ COLOUR DIGITIZER 

VD3+ - £795+vat 

The VD3+ allows the user to dlgitee in full 4096 colour from any video sij>'urc^"iricl 

CRP GRAPHICS TABLET 

A4 - £360 +vat A3 - £595 + vat 

Resolution: 0.1 m.m. or 10 point/m.m., or 250 points per inch. 

Accuracy: +/- 0.5m.m. (0.020") 

Surface: Harmless to magnetic media. 

Compatable: Compatable with Dpaint II, Graphicraft, Digipaint. 

Sculpt 3D.£ 69.95 

Animator.£105.00 

Disk-Disk.£ 29.95 

Dos-Dos.£ 34.50 

Quaterback.£ 44.95 

PowerWindows. £ 65.00 

Pro - Write II.£ 85.00 

Shakespeare.£125.00 

PRESSRELEASE 

Amazing new development in mass storage for the Amiga. 

i 20JMB of storage tor only £S0U 200 MB for £500!! ■ 

CALL FOR DETAILS 
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All Above Prices excluding VAT 

REMEMBER! "OUR AFTER SALE SERVICE HAS TO BE 
SEEN TO BE BELIEVED!" 

BUROCARE COMPUTER SYSTEMS 


211 KENTON ROAD, KENTON, HARROW, MIDDLESEX HA3 OHD 

TEL 01 -907 3636 FAX 01 -907 0027 
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IYNC II MONITOR £495 

CREEN MONITOR £235 

SPECIAL OFFER 

PORTS OF CALL £ 29.50 

lMIGA 2000 

MONITOR.£1250 

M EXPANSION. £ 595 

GE BOARD. £ 425 

0 MB HARD DISK. £ 525 
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All Above Prices excluding VAT 


! "OUR AFTER SALE SERVICE HAS TO BE 
SEEN TO BE BELIEVED!" 

VRE COMPUTER SYSTEMS 

30 AD, KENTON, HARROW, MIDDLESEX HA3 OHD 

36 FAX 01-907 0027 



















































